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The King of the Eastern Continent watched heartbroken as the Western 

Wizard Army prepared its magical death blow to his staggered and suffering 

forces. The king sat alone by the light of two moons contemplating the 

end of his kingdom and the destruction of his people. At the moment of 

his darkest anguish, a shrouded mage appeared. He offered the King an 

unholy victory born from the blackest witchcraft. Desperately, the King accepted and, 
as promised, the West miraculously fell in defeat. But soon, to his ever lasting anguish, 
the King’s beloved Eastern kingdom was consumed by flames as well. 
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In the western village of Norune, music floats across the air on a clear 

warm night bathed by the light from two moons. The villagers dance and 

perform around the communal fires in celebration of the Harvest Festival. 

The young boy Toan rushes to meet his friend Paige near the fire. This is the most 
wonderful time in his young life. But in just a few moments he will witness his world 
exploding into a nightmare of turmoil. 


Not far from Norune, a more ominous dance plays out. Within the Dark 
Shrine, hypnotic rhythms pulse off heavy granite walls as bewitched mystics 
focus their energy on a gigantic urn in the center of the shrine. At the foot 
of the urn, stands Flag, a cold-faced military man who is the one 

responsible for unearthing this dark treasure. He hides his anticipation as 

the ceremonial dancers sway and chant to free the being trapped in the urn. 


Flag is from the Eastern Continent, a society that is far more s ter senior the cerenay 
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technologically advanced than the peaceful and spiritual culture of the 

West. But, Western magical powers far exceed the military might of the 

East. Flag is a conqueror and knows a way to gain those magical powers for himself. If 
his plan works, he will be the most powerful man in the world. This dance in the Dark 
Shrine is no celebration of life. It is a blood ritual of resurrection, the rekindling of a 
long imprisoned and horrible force. 


The contents of the urn begin to swirl, and then pulse upward as the spell 

shatters the seal. An enormous being emerges from the urn. It is the Dark 

Genie, free for the first time in 400 years. Flag’s stony glare is shaken by 

fear as the monstrous blue-tongued creature gazes down at him. But he still manages to 
pronounce himself the Genie’s master. The Dark Genie agrees, and then quickly snacks 
on an unfortunate priest. The suffering of the Western Continent is about to begin. 


In Norune, Toan looks for his friend Paige among the crowd of performers. 
The faces of the dancers glow with happiness. Toan loves his village and all 
the people around him. But, in the sky, the Dark Genie with Flag in hand 
arrives like a lunar eclipse. In a moment the Harvest celebration turns into 
an inferno. Toan sees Paige on the ground and makes a futile leap to save 
her from a collapsing tower. As his village crumbles, Toan’s world goes black. 


Toan awakens alone and confused to see an ancient man standing before 

him. He is the Fairy King, one who can join all the spiritual forces in 

nature. This force drives the magical powers of the world and exists in all 

things. He tells Toan the sad news, Norune and almost everyone and 

everything is gone. 

But in the last split second before Norune and other villages vanished, the Fairy King 
attempted to protect the people and buildings under attack with a magical spell. 
Everything was encased in magical spheres called Atla. Then, hundreds of Atla blew 
away in every direction. Atla containing every person and piece of Norune are now 
scattered over great distances. The Genie has no idea of the Fairy King’s intervention 
and believes that Norune and other lands are irretrievably destroyed. 


LORETO, 


Seeing unusual kindness and bravery in Toan, the Fairy King grants him the 
power of the Atlamillia, a magical stone to capture the Atla of his lost 
world and re-assemble the Western Continent. Armed with the Atlamillia 
and powerful magical weapons, Toan sets out to rescue his friends and 
loved ones. 


You have quite an adventure ahead of you and you'll want to understand the basics of world-building and combat before you venture forth. So, spend a few minutes with this section 


if you need a tutorial before you take on Norune Village — it will make things much easier when you begin your quest. 


Controls 


MENU CONTROLS 

Open Command menu (in Walking/Dungeon mode): 
Scroll menu items/Select menu options: 

Open menu selection: 

Change option settings: 

Select menu item: 

Pick up item: 

Select Weapon, Item or Attachment Inventory tabs: 
Drag and place item: 

Place multiple like items in Active Items menu: 
Quick buy/sell/check at shops and check-in counters: 
Close menu and return to previous screen: 

Put item back: 


CHARACTER CONTROLS 

Run/Walk: 

Climb ladders (if climbable): 

Open some doors (some need keys): 

Switch in/out of first person view: 

Look around (in dungeons and outside houses): 
Advance dialogue screens/Talk: 

Use Item Menu when “!” alert visible: 

Center camera view behind character: 

Pan view: 


IN DUNGEONS 

Strike with weapon: 

Toggle enemy lock-on On/Off: 
Switch target while locked on: 
Block attack while locked on: 
Quick ally switch: 

Open Chests or Atla: 

Cycle through active items: 
Use active item: 


GEORAMA CONTROLS 
Toggle Georama mode/Walking mode: 
Move Georama cursor: 


Pick up/Place Georama object: 
Move Georama object: 


Playing Dark Cloud 


@® button 

Directional button or Left Analog Stick 

8 button 

Directional button or Left Analog Stick 

© button 

Directional button or Left Analog Stick + €8 Button 
button or SGEMI button in the weapon menu 
Directional button or Left Analog Stick + € Button 
@® button 

@® button 

© button 

© button 


Left Analog Stick 

Left Analog Stick up/down 

€ button 

button 

button + Left Analog Stick 

© button 

® button 

© button 

Right analog stick or button/ [GEM button 


@ button (hold for charged attacks) 

© button 

button 

button 

SELECT button + Directional button or Left Analog Stick 
€ button when “!” alert visible 

Directional button left/right 

® button 


SELECT button 
Directional button or Left Analog Stick 


ee button 
Directional button or Left Analog Stick 


our village and others were blown to pieces and scattered by the Dark Genie’s attack. Flagg and the Dark Genie think they have destroyed part of your world. But thanks to the Fairy 
King, each piece lays protected, encased in protective Atla in far-flung regions of the continent. All can be retrieved. You can reassemble your whole world. But first you must find the 
lost pieces and return them to where they once stood. As you drive forward to give your land a future, you will discover a doorway to the past and walk in the time the evil itself was 


born. 


DUNGEONS 

The Dark Genie and Flagg have infested once 
peaceful areas of your world with perilous 
monsters and traps. Overcome these enemies 
and obstacles to succeed in your quest. These 
areas also contain the mysterious Atla that 
must be collected to restore your world to its 
_ former self. 


_ ATLA 
This is the most important object in your 
world, Each Atla contains a piece of the lost 
Western Continent that was rescued by the 
iry King at the instant the Dark Genie 
attacked. Atla are scattered throughout what 
of the West. Use the Atlamillia given 
the Fairy King to collect the contents 
Yi 


ALLIES 

As you move through the lands you will develop 
friendships and gain allies that will join your party. 
You will be able to switch the controlled character 
from Toan to an ally. You can only control one 
character at a time. Allies have special skills that 
make them vital to clearing certain obstacles in 
the game. 


TALKING 

Many people will want to help you. Gain valuable 
information and items by talking to everyone that 
you can. Walking up to someone or entering their 
room may cause them to notice you and begin 
talking. Press the & button to advance through 
dialogue screens. When someone gives you an 
item or weapon, it will be stored in your Item or 
Weapon inventory. The Fairy King will sometimes 
re-appear to lend wisdom and reveal the secrets 
of your immense task. Listen carefully and learn 
from him most of all. 


STARTING A CONVERSATION 

Often, you will be the one who initiates a 
conversation. 

1. Walk up the person and press the @ 
button. The first time you talk to most 
people, you will simply exchange an initial 
greeting. 

2. If you talk to that person again a list of 
questions you can ask the person will display 
in a dialogue balloon over your head. 

3. Press the directional button or left analog 
stick up/down to select the question you 
want to ask and press the €8 button. 


DISCOVERY 

Magic, medicine, weapons and valuable 
information are waiting to be found. Search 
for valuable items that may be hidden from 
casual view. If you are standing close to 
something important, the "!” alert will 
appear over your head. Press the €9 button 
to reveal more about the object. 


The Game Screens 


WALKING MODE 

Walking mode lets you explore a region of the surface world on foot. You can talk to 
people and discover entrances to new places. You can switch between Walking Mode 
and Georama Mode by pressing the SELECT button. 


TIME OF DAY CLOCK 
This shows you the time of day. People you interact with will respond differently 
depending on the time of day. 


For example: 

If you communicate with a character in the afternoon, he may give you an item. But if 
you talk to him during the night, he may not give you anything. 

Also you may have to wait until a certain time of day before a character will appear or 
even talk with you. 


PERSON ALERT ARROW 

This blue arrow appears over the location of a person who you can communicate with. 
When you approach closely to the person, the alert changes to the name of the person 
you will communicate with. This feature can be turned off in the Options menu. 


Combat Mode 


MAP 

The map shows areas that are available for exploration. The map expands as you discover 
passageways, but you can also find map fragments in chests. When you find a map 
fragment, it immediately adds to the map information already displayed. 


‘The pink arrow on the map is your location on the dungeon floor. 
* Green dots mark the location of Atla, the most important 

object in your quest. 
* Large green squares are floor entrances and large yellow 

squares are floor exits. 


CHESTS 

Many chests are in plain view. Just walk up to 
them and press the €9 button to reveal their 
contents. Warning: In dungeons, some chests will 
contain traps. You must decide how to deal with 
them. 


CLOSED DOORS 
Most doors in towns are unlocked and need only 
be approached to gain entry. Walk up to an 


unlocked door and press the & button to open 
it. 


KEYS 

Some doors need keys to be opened. People may 
give you keys during conversations or you may 
have to find them in chests or take them from 
monsters. 


WATER 
Find water in bottles or gushing from underwater 
springs. You need water to survive. 


PROMPT BALLOONS 

These appear when you have to make a 
decision about what to say or what action to 
take. Press the directional button or left analog 
stick up/down to choose what to say or what 


to do and press the &% button. 
Note: Decision prompts also appear in dungeons. 


SIGNS 
Look out for signs. They will designate areas of interest or where special events such as 
fishing take place. 


THE “!” ALERT 
When the “!” alert appears over your character's head (both on the surface or in 
dungeons), there is something of value or interest directly in front of him/her. Press the 


€9 button to examine the area. In some cases, you will be asked to use an item. Press 
the Square button to bring up the Item screen, and press the X button to use the item. 


LIFE METER 


This meter marked by a heart is your life force 


and shows your Hit Points (HP). Damage from 

attacks reduces HP. Look here to see how much 

damage Toan (or the controlled ally) has taken 

in combat. Each ally has their own life meter. The 

number on the left is HP remaining and the number of the right is the maximum HP. 


The maximum HP will increase with the acquisition of certain items. If the meter runs 


out, that character is out of action. Recover your HP with food or curative items. 


‘Red dots are monsters. When the red dots begin moving, WEAPON HIT POINT METER (WHP) 
they are coming for you. Weapon Hit Points (WHP) represent the durability of your weapon. As you strike with a 
* Yellow dots are chests or objects that you can pick up. weapon, it begins to wear out and its WHP decreases. If its WHP runs out, the weapon 
A defeated monster may drop objects. will break and vanish (with the exception of the character's default weapon). The 
* Large blue circles are water sources where you can quench your thirst. number on the left is WHP remaining and the number of the right is the maximum for 
‘ Small blue circles are Mystery Circles. These cause a variety of status effects, both good the equipped weapon in its present form. 
and bad. Be careful when you activate them! 
- Large pink question marks designate entrances to Backfloors (Secret areas). ABSORPTION METER (ABS) 
The more you use a particular weapon the more your Absorption Meter (Abs) will 
increase. When your Abs meter fills up you can upgrade it by selecting the UPGRADE 
option in the weapon menu. 


THIRST METER 


As your characters trek through the vast dungeons created by the Dark Genie their thirst 


gradually grows. Their level of thirst is represented by the Thirst Meter, a line of water 


drops underneath the WHP and Abs meters. As a character's thirst grows, the drops fade 


and disappear. When they are gone player's life meter will decrease. Use water items to 
quench your thirst or find water springs to replenish your thirst and health completely. 


ACTIVE ITEMS SLOTS 


These are items that you can instantly use by pressing the ® button without having to 
open the Items inventory. To switch the item you want to use, press the directional 
button left/right. 


FLOOR NUMBER 


This identifies the number of the floor you are exploring. 


The Command Menus 


Use the Command menus to help carry out 
ei quest to reassemble the World. The @ wil 
ommand menus differ depending on ' 2 om 
whether you are in Walking mode, searching B® wus 
a combat area, or assembling objects in @ dioRANA PART 
Georama Mode. < BP GO WOTHER AREA 
From this screen you can: sue 
OPTION 
* Organize, activate or discard items, 
weapons and attachments. 
‘ Equip, customize, repair or change the 
attributes of weapons. 
‘ Change the controlled character (in dungeons). 
‘ Draw on the Fairy King’s power to transport yourself out of a combat area. 
* Reconstruct your world using Georama Mode. 
* Set game options. 
* Save game progress. 
* Research manuals you have found. 


OPTION 
Change game options during play. These setting are the same as the Option menu you 
open from the Main Menu. 


SAVE 


Save game progress. 


[ALKING AND COMBAT MODE COMMANDS 


ms you are given, find or win in battle are 
aced in your Items inventory. 

In the Items inventory you can: 

_+ Make items active by dragging them to 
one of the Active Item slots or simply 
pressing the @ button. You can hold 
multiples of the same item in one slot. 

‘ Use items on any controlled character. 

‘ Organize item, weapon and attachment 
inventories. Press the @ button on the 
item and attachment inventories to auto- 
sort. 

* Discard items by dragging them to the 

trash. 


_ WEAPON 
_ View your weapons and attachments in the 
Weapons inventory. 


SPEED 

This is the speed of your weapon. Weapon speed determines how quickly a fighter can 
perform repeated attacks with a particular weapon. Once the speed meter is depleted 
you must wait until it recharges to perform the next attack. Speed increases you install 
certain attachments on a weapon or when the weapon is upgraded. 


STATUS ALERTS 

A Status Alert appears at the top of the screen to warn when you are poisoned or under 
the influence of a spell. Finding a cure can return your performance to normal or 
possibly even save your life. 


GEORAMA PART 

Begin the re-assembly of your world after you 
have collected Atla. Use this option when in 
Georama Mode or in a combat area only. 
You can view Georama in Walking Mode, but 
you will be unable to edit them. 


GO OUTSIDE 
Appears when you are inside a structure. Use 
this to leave the building you are in. 


GO TO OTHER AREA 

Transport to different regions. Press the 

Directional button or Left Analog Stick to 

move the cursor over the World Map to the 

region you want to visit and press the @ 

button. 

* Regions displaying a red “X” are places you 
can go. 

‘ The region displaying the blue “X” is the 
region you are currently in. 


You can only go to areas marked with an X. 
You must learn of the location of new areas 
from characters you meet in your quest. 


LEAVE DUNGEON 

Select this to mind connect with the Fairy 
King who will transport you out of the 
combat area. If there are monsters cruising 
the floor you are on, you cannot be 
transported. Your only hope is Escape 
Powder. 


MANUAL 

Learn details about every aspect of your 

quest. The Manual is stored in your Items inventory. Don’t take it out your inventory or 
store it until you are sure you understand its contents. If you do discard it, it will 
disappear from the Command menu until you put it back in your inventory. To use the 
manual, select it and select one of the chapters. 


GEORAMA COMMANDS: 


CONFIG/ASSEMBLY 
Piece together the fragments from collected 
Atla. 


MOVE/REMOVE 
Edit the position of structures and parts you 
have already placed. 


GEORAMA ANALYSIS 
Track the progress of reconstruction. 


Merchants, Money and Check-in Counters 


Each town has at least one merchant who will sell you goods essential to your quest. 
Others will allow you to check in items when you have too much to carry. Before he or 
she will perform these services, you will need to reassemble their shop or home from the 
Alta you find. 

- Buy and sell items, weapons and attachments on the Shop Screen. You need money 
before you can make any purchases. Your possessions are displayed on the right side of 
the screen. Things available for sale are displayed on the left side of the screen. 

* Check in items on the Check-in Screen. This service is free. 


BUYING AND SELLING ITEMS 

To begin, ask a merchant if you can shop 

and the Shop Screen will open. : 3 une Lovers, 
There are two ways to shop. een 


DRAGGING 
Drag the item you want to buy or sell between your inventory and the seller's inventory. 
1. Select the items you want to move by highlighting it with the cursor and pressing the 


button to pick it up. 


EARNING MONEY 
Earn money by: 

‘ Defeating enemies 

* Selling items 


2. Drag the item to an empty slot in either your inventory (buy) or the merchants 


inventory (sell). 


3. When you are finished, highlight CHECK and press the €8 button. 
4, Press the & button to close the deal when prompted. 


You can see how much money you have at any time by opening your Items inventory 


from the command menu. The total is at the bottom left of the Items inventory box. 


LOSING MONEY 


If you are defeated in any dungeon, you forfeit half your money under the following 


circumstances: 
‘You do not have Stand-in Powder to bring in an ally. 


‘You are in a Limited Zone where only one fighter is allowed. 


You have no Escape Powder. 


SPEEDY BUYING/SELLING 


1. Select the items you want to buy/sell by highlighting it with the cursor and pressing 
the @ button to display the Speedy Buy/Sell prompt. 


2. Press the @ button again to register the transaction. The cost or profit will show up in 


your money display at the bottom of the Item inventory. 


When you are finished shopping, press the @ button to highlight CHECKOUT, press the 
© button again at the prompt when asked if your are leaving. 


There is an item somewhere that can help you through almost any situation, but you have to find it first. When you 
acquire it, the item is placed in your Items inventory for quick retrieval and use. 


TYPES OF ITEMS: 


SUSTENANCE ITEMS 

These items include food and water in many forms. While 
some items such as Bread give nourishment and raise your 
HP, others such as water items are also very important as 
they prevent dehydration. 


WEAPON ENHANCERS 

These help you maintain and increase your weapons 
performance. Powerup Powder and Repair Powder head 
the list of these vital item types. 


STATUS ITEMS 

Some of these, like the Antidote Drink, will save your 
from fatal poisons. Others can break a spell. Some will 
allow you to inflict negative status on an enemy, and or 
provide a positive status effect, such as Stamina. 


PERFORMANCE ENHANCERS 
These increase your personal performance in combat. 
Stamina for example, increases power and ability. 


THROWING ITEMS 
Though held in the Items inventory, items such as Bombs 
and Stones are really weapons to be hurled at enemies. 


BAIT 


Fish bait comes in several types. 


KEYS 

Keys are essential to gain entry to dungeon floors. Many 
times you must defeat an enemy to win them. Dungeon 
keys do not always look like normal keys. 


MANUALS 
The Fairy King has written down vital information in the 


manual. Study it well. 


COMMON ITEMS FOUND IN GAME: 


DRAN’‘S FEATHER 
Speeds up your run. This item makes you tough to hit 
during attacks or retreats. Eventually, it will break. 


REPAIR POWDER 

Repairs weapon WHP. If your weapon wears, out it will 
disappear. 

POWERUP POWDER 


Raise the power of weapon. 


PREMIUM WATER 
This prime fairy spring water quenches your thirst 
completely. Look for other types of water too. 


PREMIUM CHICKEN 
Food recovers lost HP. This restores you to maximum 
health. 


ANTIDOTE 
When a monster poisons you, you HP begins to slowly 
drain away. This is one of the cures. 


THROBBING CHERRY 
Use this and time stops... or advances. 


REVIVAL POWDER 
This magical concoction will bring you back from the 
brink of death. It must be an Active Item slot to work. 


When you fall in defeat, press the ® button to save your 
skin. 


GOURD 
Find this and the maximum value of your thirst meter 
increases. 


STAND-IN POWDER 
When you are exhausted and overwhelmed, use this to 
bring in a replacement ally. 


ESCAPE POWDER 

When you need to get out a dungeon or forest fast and 
there are monsters around, the fairy king cannot help 
you escape. Escape Powder may work. 


There are many, many more items that you will find in the dungeons and villages: health, weapons, fishing bait, 
Gems, Attachments, potions that help your defenses, etc. Experiment with all of them to see what they do! 


THE USE ITEM MENU 


You will deal with puzzling problems that call for the use 
of a certain item. For example: While trying to get 
around some barrier, you press the [X button] when you 
see the “!” alert appear and read a brief explanation or 
hint about the barrier. The prompt “Use item with ® 
button” ends the description. Pressing the ® button, 
brings up the Use Item menu. You must figure out which 
item you need to solve the problem. If your choice is 
incorrect, your character will turn around and face you to 
indicate that you need to try some other item. If you do 
not have the item, you have to find it. 


STORING ITEMS 

Some people will allow you to leave things with them if 
you become overloaded, but don’t want to sell or throw 
things away. You can find one person in every town who 
will check in items for storage after you rebuild their 
home or store. 


When you want to check in or pick up an item; 

1. Ask the person if the Check-in Counter is open, (if the 
question is available in your character's dialogue 
balloon). 

2. The Check-in Counter screen will display. The process 
of picking up or checking in items is similar to buying 
and selling items. 


DRAG ITEMS 
Drag the items you want to pick up or leave between 
your inventory and the Check-In Counter inventory. 


Speedy Check For Picking Up or Dropping Off Items or 
Attachments 

Select an item from Check-in or your own Items 
inventory by pressing the ® button. Press the button 
again to send the item to the other side. 


When you are finished, press the @ button and select 
YES at the prompt to close the screen. 
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Weaponry 


Toan walks from the barren remains of Norune with one small dagger. But there are more powerful weapons to be found and ways to 
make the weapon in hand more lethal. As you gain allies, they too will bring there own weapons into play. 


‘ Weapons can break and disappear right in the middle of a battle. (Your dagger won't 
disappear, but it can break.) You must make sure that a weapon's WHP is maintained 
during combat. You can use Repair Powder to fix a worn weapon during combat. 


weapons. 


‘Weapon power can be increased through Upgrades and Attachments. 


PRIMARY WEAPONS 

These are the Swords, Spears, Sling Shots, Mallets, and Guns 
that are your primary weapons. Strike with these using the 
€9 button. Each character can use only a certain weapon 
type. You keep your weapons in the Weapons inventory. 
Each character can store up to 10 weapons at a time. 


THROWING OBJECTS 
These are stored in your Items inventory. You aim them by 
pressing the directional button or left analog stick and 


throw them by pressing the ® button. Examples of 
throwing weapons are: ‘ Bombs - Magic Gems 


ATTACHMENTS 

Attachments are used to enhance the power or effect of a 
weapon. You can insert these attachments to your 
weapons through the Weapons menu in the Command 
menu. You store attachments in your Attachment 
inventory. 


VIEWING WEAPONS 

To view the Weapons inventory and inspect or change 

weapons: 

1. Press the @ button and select Weapon. 

2. Press the Directional button or Left Analog Stick 
left/right to view each weapon. Press the &9 button to 
inspect the weapon more closely 

3. Use the button and GEM button to switch 
between characters whose weapons you want to view. 


WHP - WEAPON HIT POINTS 
The weapon hit points remaining and the maximum hit 
points for the weapon. This decreases with combat use. But 
the maximum can be raised. 
ABS - ABSORPTION 
ABS is the ability to absorb the magic force of defeated 
enemies. The more you use a particular weapon, the more 
magic force it will store. Weapons with a full ABS bar can 
upgrade and become more powerful. Make sure to 
maintain the weapon Repair Powder. 
_AT - ATTACK 
_The attack power of the weapon 
- ENDURANCE 
apons with high endurance take longer to lose WHP. 
PEED 
yns with higher speed can perform repeated attacks 
uickly. 
- MAGIC 
eapons with higher Mp take greater advantage of the 
elemental and attribute aspects of that weapon. 


CHANGING WEAPONS (EQUIP) 

The Weapon Screen will open to the weapon you are 
presently holding. Once you find additional weapons you 
can change the one you are using. 


Select the new weapon, select EQUIP and press the @ 
button to make the switch. 


IF YOU WANT TO CHANGE AN ALLY’S WEAPON: 

Press the SGEIB button or button to switch to the 

ally, then select the weapon, select EQUIP, and press the 
button to switch. 


_CUSTOMIZE WEAPONS 

Attachments customize your weapon for battle. They can 

be placed in one of the weapon slots that appear below 

e name of the weapon. The blue slots are used to place 

_a SynthSphere, the ultimate evolution of a weapon that 
has been turned into an attachment. 

alace an Attachment on a weapon: 

€ weapon you want to customize. 


CHANGING WEAPON ATTRIBUTES 

Weapon attributes draw on the magic that flows from the 
forces of nature. Certain forces of nature damage your 
enemies while others do not. Giving your weapon the 
correct attribute for a specific enemy increases the lethal 
power of your attack. Use the Attribute that your enemy is 
most vulnerable to, which is the opposite of its own 
elemental nature. Using the wrong one could eliminate 
the power of your attack. 


The Elemental Attributes are: 
* Fire Ice * Thunder « Wind : Holy 


The Attributes of a weapon have numeric values including 

the value of zero. The value of an attribute must be raised 

above zero before you can select it for a weapon. In the 

beginning of the quest, your dagger only has the Wind 

attribute. Before you can make other attributes active, you 

must place attachments on your weapon that grant the 

power of that attribute. 

To change the attribute of a weapon: 

1. Select the weapon you want to change. 

2. Open the ATTRIBUTES menu. 

3. Highlight the attribute you want and press the & 
button. The word “Active” will appear next to the 
selected attribute. 


Note: You can also change weapon attributes on the 
Customize menu through the tabs on the lower left of the 
Customize menu. 


REPAIR A WEAPON 

As your weapon becomes worn in combat, it loses Weapon 
HP (WHP). If the WHP gauge runs out, the weapon will 
disappear. You must have Repair Powder to revitalize WHP. 
Repair Powder has another vital feature: The more you 
keep the weapon repaired the more magic it absorbs from 
defeated monsters and the stronger the weapon becomes. 
Its WHP limit will also increase if you upgrade it. 


To repair a weapon: 

1. Select the weapon you want to repair and select the 
REPAIR button. 

2. Notice that the number of Repair Powder bags you have 
in your Item inventory is displayed at the bottom left of 
the screen. Each time you select REPAIR the count is 
reduced by one. 

. When you have repaired a weapon to its maximum 
WHP, the Repair button will become inactive 
preventing you from using more Repair Powder on the 
weapon. 


UPGRADE A WEAPON 

Your weapon can be upgraded but you must have 
Powerup Powder or fill up the weapon’s Abs meter, the 
blue bar underneath the WHP meter. Each time you 
upgrade a weapon, an upgrade number is inserted next to 
its name on the weapons menu. Upgrading a weapon 
increases its Attack, Endurance, Speed and Magic all by 
one point. It’s also a good idea to upgrade a weapon with 
attachments on it as the weapon will absorb the power of 
the attachment. 


To upgrade a weapon: 

1. Select the weapon you want to upgrade and select the 
UPGRADE button. 

2. Select YES to confirm the upgrade. 


BUILDING UP A WEAPON 

Building up changes a weapon into another weapon. 
Before you can build up a weapon, it must have reached a 
certain power rating for: 


tatistical Attributes: Attack (At), Endurance (Ed), Agility 
LMegc(Mp)ti«s 


‘Weapon types vary with each ally. 


‘Weapons can be Built Up into more powerful 


‘ Elemental Attributes: Fire (Fi), Ice (Ic), Thunder (Th), 
Wind (Wi) Holy (Ho) 

* Monster Attributes: Anti-Dino, Anti-Rock, Anti-Wizard, 
Anti-Undead, Anti-Fish, Anti-Plant, Anti-Beast, Anti- 
Flyer, Anti-Metal, Anti-Mimic 


To build up a weapon: 

1. Select BUILD UP. 

2. Choose from the selection of weapons that the current 
weapon can be upgraded to. 


To see what is required to build up a weapon: 
Select BUILD UP and choose one of the selections 


must be increased before the weapon can be built up to a 
more powerful one. Once the name of a weapon appears, 
you can build it up. 


WEAPON STATUS BREAK 

Weapons have a upgrade limit. But performing a Status 

Break on the weapon can surpass that limit. A Status break 

transforms the weapon into a SynthSphere. By attaching 

the status broken weapon (as a SynthSphere) to another 

weapon, its power combines with the new weapon. 

‘ Status break a weapon for use with a more powerful 
weapon. 

* 60% of the Status Broken weapon is transferred to the 
new weapon. 

‘ The Status Break button will appear when the weapon 
has been upgraded to a level of +5. 


Note: Keep in mind that the weapon can be Upgraded 
and become more powerful beyond +5. 


DUMPING A WEAPON 
When you think you no longer want a weapon, you can 
dump it from your Weapons inventory. 


To dump a weapon: 

Select the weapon you want to dump. 

1. Press the directional button or left analog stick right and 
the Dump Button will appear. 

2. Press the & button, select YES at the prompt and press 
the &% button again. 


SPECIAL WEAPON FUNCTIONS 

Some weapons can perform special functions during battle. 
When a weapon has a special function, an icon appears 
next to it when viewed in the Weapons inventory menu. 
These special functions are transferred to a new weapon if 
you decide to turn the special weapon into a SynthSphere. 
Care should be taken not to create weapons with 
conflicting special functions. 


Big Bucks - Double your money defeating an enemy who 
is carrying cash 

Poor - Poor causes the monster to give up less money so 
watch out. 

Durable - Loss of WHP is slowed. 

Fragile - Loss of WHP is swifter. 

Drain - Some damage done to the enemy is transformed 
into HP for you. 

Quench - Defeating an enemy delays thirst. 

Thirst - You become thirsty twice as fast. When you defeat 
an enemy, your thirst meter recovers by one drop. 

Poison - Poison the enemy during the attack. 

Stop - Can stop an enemy in place. 

Steal - This will allow you to steal items from monsters. 
Heal - Recover health. 

Abs up - Absorb 20% more enemy magic. 

Critical - Drop an enemy with one blow once in a while. 


Attachments 


Attachments increase the power of a weapon or specialize its damage for combat against specific types of enemies. Some attachments 
increase the power of the person wielding them. Attachments vary in power. You can sometimes tell how powerful an attachment is 
by looking at the number written on it. But most attachments must be experimented with to determine what attributes they increase 


and to what degree they do so. 


Important: When a weapon is upgraded, the Attachments on it are absorbed into the upgraded weapon. 


STATISTICAL ENHANCEMENT ATTACHMENTS 
Your Statistical attributes are the ones that define your 
basic abilities. These attachments increase those abilities 
when attached to a weapon. 

Strength - Increases strength by up to +3 

Endurance - Increases endurance by up to +3 

Speed - Increases speed by up to +3 

Magic - Increases magic by up to +3 


monster classes below. 


ELEMENTAL ATTACHMENTS 

These attachments increase the attributes of your weapon 
by drawing from a specific force of nature. Experiment 
with them to discover which are effective against specific 
monsters. 

Fire - +3 

Ice - +3 

Wind - +3 

Thunder - +3 

Holy - +3 


MONSTER ATTACHMENTS 


Use these to increase damage inflicted on the specific 


Beast Buster - +3 for combat with beasts 
Dinoslayer - +3 for attacking dinosaurs. 

Metal Breaker - +3 to defend against metal monsters 
Plant Buster - +3 when attacking plants 

Sea Killer - +3 for fish or undersea monsters 

Sky Hunter - +3 to take down flying enemies 

Stone Breaker - +3 to defeat stone monsters 
Undead Buster - +3 when fighting the undead 
Mimic Breaker - +3 when battling mimics 

Mage Slayer - +3 to fight mages or witches 


GEM ATTACHMENTS 

These attachments combine Statistical, Monster, or 
Elemental forces into one attachment. There are rumors 
of a few gems that are even more powerful than these. 
Keep an eye out for them in your quest. 

Amethyst - +10 Ice, +10 Dino, +10 Mage 

Emerald - +10 Magic, +10 Dino, +10 Plant 

Garnet - +5 Attack, +10 Fire, +10 Beast, +10 Rock 
Opal - +10 Endurance, +10 metal, +10 mages/witches 
Pearl - +10 Endurance, +10 Thunder, +10 Undead 
Peridot - +5 Attack, +10 Holy, +10 Plant, +10 Beast 
Ruby - +10 Speed, +10 Fire, +10 Mimic 

Sapphire - +10 Magic, +10 Wind, +10 Air/Sky 

Topaz - +5 Attack, +10 Speed, +10 Undead, +10 Air/Sky 
Turquoise - +10 Ice, +10 Stone, +10 Mimic 

Sun - +10 Speed, +10 All Elements, +3 All monster bases 


Dungeons are the battlefields. Monsters, some wielding great power, guard the Atla that you must recover. 


WEAPON HIT POINTS 

Watch your WHP carefully during battle. Each time you attack, your weapon loses some 
WHP. If you allow the WHP to dwindle to nothing, your weapon will break and vanish 
leaving you or your allies empty handed. 


To replenish the WHP of a weapon, you must use the Repair command, which requires 
you to have Repair Powder in your Items inventory. 


DAMAGE 
Each time you or a monster takes damage, the combatant will flash bright red and the 
amount of damage (if any) will display in hit points. 


Note: To display a monster's life meter, press the © button while facing the monster to 
enter Lock-on Mode 


PRIMARY WEAPON 

Each ally uses a special weapon type. More powerful weapons can be found or 
purchased. 

- Press the & button to attack with any one of the allies. 


‘ Press and hold the &% button to increase the number of strikes or charge attacks with 
certain allies. 


To swing Toan's sword, Ungaga’s staff or Goro’s mallet: 
Close the opponent and press the & button. 


To fire Xiao’s slingshots: 


Press and hold the @ button and aim with the left analog stick. Fire by releasing the @ 
button. 


To fire Osmond’s guns: 
Press and hold the &%@ button to fire and aim with the left analog stick. With machine 
guns, holding the €9 button is continuous fire. 


CHARGED ATTACKS 
Toan, Goro, Ungaga and Ruby can execute charged attacks when you press and hold the 


€ button until the character flashes red, then release the button. 


The charged attacks are: 

Toan - Jump Slash and Windmill Slash 
Goro - Spin Smash 

Ungaga - Tornado Spin 

Ruby - Charge Magic Bolt 


THROWING 

Throw certain items such as bombs or 

bomb nuts at an enemy. 

To prepare an Item for throwing, place it in one of the Active Item slots for quick use. 


To throw an item at an enemy: 

1. Target an enemy. 

2. Press the directional button or left analog stick to select the Active Item slot containing 
the item you want to throw. 


3. Press the T) button to throw the item. 


To manually aim and throw an item: 

1. Press the directional button or left analog stick to select the Active Item slot containing 
the item you want to throw. 

2. Press and hold the @ button. 

3. A red sight will appear on the ground to help you aim your throw. Press the left analog 
stick to move the sight under the enemy you want to attack. 

4. Release the @ button to throw the item. 


Note: Using items to defeat enemies will often make them drop Attachments that can 
help you defeat the same type of monster in the future. 


WEAPON ATTRIBUTES AND MONSTERS 

Find your enemy's elemental weaknesses and adjust your weapon attributes for a more 
lethal attack. To discover what an enemy is most vulnerable to, you must experiment. 
Some monsters have obvious features that give away their elemental bases. 


For example: If a monster attacks with fire, he must be fire-based. Attack him with an ice- 
based weapon attribute. 

Monster Base — Counter Attribute 

Fire Based — Ice Attribute 

Ice Based — Fire Attribute 

Thunder Based — Wind Attribute 

Wind Based — Thunder Attribute 

Evil/Undead — Holy Attribute 


REPLACING ALLIES IN THE DUNGEONS 

If you think an ally has special skills you need immediately: 
1, Press the SELECT button to display your allies. 

2. Select the ally you want and press the & button. 


LIMITED ZONES 
In some limited zones you cannot bring in another ally. You must battle it out with one 
fighter. | 


LOCK-ON MODE 


Lock-on mode helps your fighter focus on an adversary. To enter Lock-on mode, face the monster and press the © button. A red cursor frames the enemy and its life meter appears to 


help you better judge the power of your attacks. 

‘When in Lock-on mode, your fighter will always face the enemy. 
‘You can dart in and out without losing sight of the opponent. 

‘To switch Lock-on to another visible enemy, press the button. 


BOSSES 


In each dungeon there is a floor commanded by a boss. The Boss Alert will display at the top right of the screen on floors where a 
boss is lurking. Boss battles demand your best fighting skills. In many cases, you will need to use the power of Toan and his allies to 


defeat the boss. Toan’s power alone won't be enough! 


DUELS 


Duels are special battles that involve precision combat. They may occur at any time and demand specialized attacks in order to 
achieve victory. When a duel is about to commence, an “!” alert in a yellow circle will appear over the enemy you are about to 


face. 


At the beginning of the Duel, a blue bar will appear at the bottom of the screen, and a small white bar with a smaller white bar 


inside it will appear on the left side of the screen. Button icons (such as & button, left directional button, etc) will travel from the 
right side of the screen to the left side. As the icons overlap the white bar, press the correct button on the controller while it is in 


the white bar area. 


‘ If you press the button while the icon is in the smaller white bar, you will see the word “Coo 
‘ If you press the button while the icon is in the outer white bar, you will see the word “Ok”. 


it 


‘ If you don’t press the button while the icon overlaps the white bar, you will fail the duel and will have to try again. 
‘ If you hit every button command, you will complete the Duel. Try to complete a duel with all “Cool” inputs. You will get a 


random sword Gem.. 


RUN FOR IT! 


If you are in an overwhelming situation with monsters closing from every direction, run. You can reposition yourself for a better 
counter-attack. The Dran’s Feather item will increase your speed greatly. It is also excellent for fast attacks against swift monsters. 


DEFEAT 


When an ally falls in defeat, he or she is almost dead and must either leave the dungeon for the surface, or continue to fight with 


the help of Stand-in Powder and Revival Powder. 


How you make good an escape depends on what items you are carrying and what special conditions apply to the area you fall in. When a fighter falls to the ground, a dialogue screen 
will appear with options to be selected. A mind connect is out because the monster that defeated you is blocking any help from the Fairy King. 
* Escape Powder - Use Escape Powder to transport from the dungeon. If you don’t have any, it will cost you half your Gilda to get out (if there are enemies still alive in the level). 


* Revival Powder - Use this to continue fighting. 
* Stand-In Power - If you have allies you can replace the fallen fighter. 


The Dungeons 


dungeons are where the Atla can be found, and where you could be lost forever. These are the battlegrounds. Monsters controlled by 
the Dark Genie will attack. The Atla are scattered throughout the different floors of the dungeon. 


THE DUNGEON SCREEN 

When you first enter a dungeon, the Dungeon screen will appear. 

On the Dungeon screen you can: 

‘View how many Atla are contained or remaining on a floor and how many you have 
broken open. 

‘View the number of monsters you have destroyed. 

‘ Select a floor to visit. 


If you are returning to a dungeon and previously visited certain floors, you can select one 
and return to it. Press the directional button or left analog stick up/down to select a floor 


and press the €9 button to enter. The Alta won't return to the floor, but the treasure and 
_ enemies will. 


_ DUNGEON KEYS 

_You need a Gate Key to enter a dungeon and additional keys to move to the next floor. 
Some keys do not even resemble keys. One of the monsters on a floor holds the key to 
the next floor. You must defeat that monster to proceed. 


To use a Gate key: 
1. Walk up to a door. 
2. Press the ®@ button to open your Items menu. 


3. Select the key you think is correct for the door and press the &% button. 
4. If correct, the floor exit will open. If it’s incorrect, you will have to try again. 


LIMITED ZONES 

Limited zones have special situations that limit you or threaten special dangers. Your fighter 
may get thirsty quicker, or you may not be allowed to replace someone with an ally. If you 

are entering a “Limited Zone” dungeon, a warning displays on entry stating the limitations. 


Resurrect Your World in Georama Mode 


Georama Mode is an overhead view of a region that allows you to replace fragments of villages you collected from Atla. To switch 
between Georama Mode and Walking Mode press the SELECT button. Once you have capture Atla in the dungeons, return to the 


surface world and begin the task of assembling the fragments to recreate your world. 


The contents of the Atla include: 

* Specific Parts: All the people that are missing from the villages. 

‘ Foundation Parts: Whole Buildings and objects such as trees, roads, and people’s personal 
belongings. 


To prepare for the re-assembly of a region: 
1. Press the SELECT button to switch from Walking Mode to Georama Mode. 


2. Press the @ button to open the Georama Command menu. 
3. Select CONFIG/ASSEMBLY. 


CONFIG/ASSEMBLY 
Begin assembling the fragments and people of your world and putting them back on the 
ground. 


On the Config/Assembly screen, large objects such as buildings or roads appear on the left 
side of the screen. Smaller items that need to be grouped with them appear on the right 
side of the screen. Drag the smaller objects to the matching slots on the left side of the 
screen. 

If the item you dragged over the empty slot is the correct one, it will drop into the slot 
when you press the & button. 

Slots will have “?” displayed on them until you find out from the residents of the building 
what objects they need to complete it. 


PUTTING OBJECTS BACK ON THE GROUND 
You do not need every fragment to begin placing objects on the ground. You also do not 
have to place them exactly where they once stood. 


When you are ready to place an object on the ground: 

1. Scroll down to the object you want to place. 

2. Move the cursor to the left over one of the objects. The word “Arrange” will appear. 

3. Press the &@ button and the overhead view of the ground will appear with your selected 
object displayed. 


SRE) Walking Mode = 


4. By pressing the directional button or 
left analog stick, you can drag the 
object anywhere you want. 


To place an object: 
Press the & button. 


Some objects have multiple parts. A river, for example, is composed of several pieces. You 
will have to place the object several times to get it all. 


This gives you the power to arrange even the course of a river to your liking. 


To rotate the object: 
Press the button or the [GAB button. 


Move/Remove 
Select MOVE/REMOVE when change your mind about the arrangement of objects and 
want to go back and make changes. 


The controls for placing, rotating and removing objects are the same as those for the 
Config/Assembly mode. Press the &@ button to lift the object for rearrangement. To place 
an object back in the Georama inventory, press the @ button while it is lifted in the air. 


GEORAMA ANALYSIS 


This screen shows progress though the reconstruction of one region. 


COLLECTION 
This is the percentage of objects recovered for this region 


COMPLETE 
Shows the percentage of elements placed for this region. 


Fishing 


You can go fishing to gain points for better weapons and items. You must have a fishing pole before you can go fishing. 


REQUEST 
The people you bring back will have requests for you, if you ask them. This graph represents the 
percentage of requests you have fulfilled. 


When you see a pond or other body of water with a sign next to it, there might be some fish 


lurking just below the surface. Walk up to the sign. If the “!” alert appears, press the €9 button to 
open the action prompt. Select FISH to begin. 


CHOOSING BAIT 
Before you cast your line, be sure to bait the hook. 


To bait the hook: 
1. Press the @ button to open up your Items menu. 
2. Press the directional button or left analog stick to select the bait you want to try and press the 


x] button. 


HOOKING A BIG ONE 

* Move around the body of water keeping your eye on where the fish are. When you think you've 
found a good spot, cast your line by pressing the & button. 

* Pull in your line by pressing the 8 button. 

- When you hook a fish, press the @ button to haul it in. 

- Some bait is tasty to one fish and not another. You may have to experiment. 

‘Some fish nibble off all your bait and never get hooked. Be patient and put some more bait on 
the hook. 

‘To quit fishing, press the @ button to pull in your line, press the ® button, select QUIT and 


press the @ button. 
‘You win points for the type and size of fish you land. Your points will display on screen. 


Note: Having the Vibration function turned 
on helps you know when a fish is taking the bait. 


Blot | 
® Chence Bait 
& Quit 


CASHING IN ON YOUR 

FISHING POINTS 

After you have pulled in your fish and 

tossed it back, you can check out the 

fishing board for valuable items. Each item is listed with its cost in points. Select the items you want 

depending on how many points you have. 

1. Stand in front of the Fishing sign and press the &@ button when you see the “!” alert. 

2. Select EXCHANGE FP. 

3. On the FP Exchange menu, shop for items you might want based on your total FP posted at the - 
bottom left of the menu. When you select an item, the total cost is subtracted from your FP. 


THE FISH: Where to find them and what to catch them with! 


NORUNE VILLAGE POND: 

Niler: Bomb Nuts, Minon 

Nonky: Minon, Gooey Peach 

Gummy: Prickly, Potato Cake, Throbbing Cherry 


MATATAKI VILLAGE — PEANUT POND: 

Nonky: Potato Cake, Bomb Nuts, Batton, Gooey Peach, Minon, Throbbing Cherry 
Gummy: Mimi, Prickly 

Baku Baku: Petite Fish 


QUEENS — DOCKSIDE: 
Hama Hama: Petite Fish 
Piccoly: Evy 

Kaji: Evy 


MUSKA LACKA POND: 


Den: Throbbing Cherry, Potato Cake 

Negie: Throbbing Cherry, Bomb Nuts, Minon, Batton, Gooey Peach 
Heela: Petite Fish, Potato Cake 

Mardan Garayan: Poison Apple (at dusk) 

Baron Garayan: Potato Cake 


Joins Party: At beginning of game 
How to Increase Defense: The Fluffy Doughnut 
Type of Attack: Short-range 
Skill: Can open Atla in dungeons 
Ultimate Weapons: Sword of Zeus 
Chronicle Sword 
7th Heaven 


om 


The Fairy King grants Toan the power to recreate the 
world. Toan is the holder of the Atlamillia, the magic 
stone capable of storing the fragments of his world. 
Only Toan can capture the contents of Atla. His 
combat strength is built around his short-range, 
sword-based attacks. Toan and Ruby are the most 
effective fighters of the six characters that will 
ultimately come together to form your party. 


Toan’s play strategy is pretty straightforward: just 
stick and move. Lock onto an enemy, move in 
close, attack, back up until the enemy attacks, 
then repeat. If Toan is built-up properly, most 
enemies will drop in a hit or two (with the 
exception of the Demon Shaft). 


Ro 


Weapons Buildup Chart 


Just because a weapon begins with a certain Attribute and Attack level, that doesn’t mean it has to stay that way! Toan 
can develop the base weapons he finds and is given by taking advantage of Attachments and using the weapon(s) in 
combat. The chart that follows shows the base weapon and the steps each base weapon goes through toward its 
ultimate evolution. In order to completely evolve a weapon, without needlessly going back into dungeons you have 
already beaten and fighting enemies over and over again, you will want to find all of the Gems and Attachments that 
you can get your hands on — buy them when you can and make sure you visit every possible Backfloor. 

Our recommendation for Toan is that, once you get the Macho Sword, you focus on building it up to the Chronicle 
Sword. Toan is one of two characters that you want to concentrate on developing (the other being Ruby) in the game. 


BASELARD 
Baselard 


Baselard 


Gladius 
Gladius 
Gladius 
Gladius 


CRYSKNIFE 
Crysknife 
Crysknife 


BUSTER SWORD 


Buster Sword 


WISE OWL SWORD 
Wise Owl Sword 


BONE SWORD 


Bone Sword 


KITCHEN KNIFE 
Kitchen Knife 
Kitchen Knife 
Kitchen Knife 
Kitchen Knife 


Sun Sword 


MACHO SWORD 
Macho Sword 
Macho Sword 


SERPENT SWORD 
Serpent Sword 
Serpent Sword 


Small Sword 
Chopper 
Chopper 
Chopper 


Small Sword 
Sandbreaker 


Claymore 


Lamb’s Sword 


Evilcise 


Big Bang 


Aga’s Sword 
Cross Hinder 


Evilcise 


Tsuikage 


Dusack 
Dusack 


Tsuikage 
Choora 
Dusack 
Dusack 


Tsuikage 
Antique Sword 


Cross Hinder 


Atlamillia Sword 


Drainseeker 


Choora 
Choora 
Dusack 
Dusack 


Sword of Zeus 


Atlamillia Sword 
Big Bang 


Drainseeker 


Heaven's Cloud 


Brave Ark 
7 Branch Sword 


Heaven's Cloud 


Maneater 
Brave Ark 
7 Branch Sword 


Heaven’s Cloud 
Brave Ark 


Big Bang 


Chronicle Sword 


Dark Cloud 


Heaven’s Cloud 
Maneater 
Brave Ark 
7 Branch Sword 


Chronicle Sword 


Sword of Zeus 


Dark Cloud 
Dark Cloud 


Dark Cloud 
Atlamillia Sword 


Dark Cloud 
Atlamillia Sword 
Dark Cloud 
Atlamillia Sword 


Dark Cloud 
Dark Cloud 


Sword of Zeus 


7th Heaven 


Dark Cloud 
Atlamillia Sword 
Dark Cloud 
Atlamillia Sword 


7th Heaven 
7th Heaven 


7th Heaven 


Chronicle Sword 


7th Heaven 
Chronicle Sword 
7th Heaven 


Chronicle Sword 


7th Heaven 
7th Heaven 


7th Heaven 
Chronicle Sword 
7th Heaven 


Chronicle Sword 
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Character Data 


Joins Party: In Norune Village, after being released by 
Toan from the Divine Beast Cave 
How to Increase Defense: Fish Candy 
Type of Attack: Long-range 
Skill: Can jump over gaps, rivers and chasms 
Ultimate Weapons: Super Steve, Angel Shooter, Angel Gear 


“wo 


)>* The Fairy King turned a Norune Village house cat into a human warrior. Instead of 

claws, Xiao fights with a slingshot that allows her to inflict damage without getting too 

close. Her feline agility offers tremendous jumping skills. Although she probably 

won't be your primary fighter in the dungeons, Xiao can maintain her health 

with her relatively safe, long-range attacks, and she possesses the unique ability 

of being able to jump chasms, gaps and rivers in combat areas. 

Xiao should be used as your long-range character until Ruby comes along. If 

possible, get a Bandit Slingshot built-up to level 5 before Ruby joins. Once you get the Double 

Impact from Zabo in Muska Lacka, break the Bandit down into a Synthsphere and place it on the 
Meshy- Double Impact. This should be strong enough to get you by in Limited Zones. 


Weapons Buildup Chart 


The chart that follows shows the base weapon and the steps each base weapon goes through toward its ultimate 
evolution. In order to completely evolve a weapon, without needlessly going back into dungeons you have already 
beaten and fighting enemies over and over again, you will want to find all of the Gems and Attachments that you can 
get your hands on — buy them when you can and make sure you visit every possible Backfloor. 

Our recommendation for Xiao is that you only use her in combat until you have Ruby in your party, and when the game 
requires that you make use of her. Even then, you will want to concentrate on building up Toan and his weapons in the 
first two chapters of the game, and only use Xiao when you are having trouble with long-range attacking enemies. 


STEEL SLINGSHOT 
Steel Slingshot Hardshooter Double Impact Divine Beast Title Angel Shooter 
Steel Slingshot Hardshooter Matador Divine Beast Title Angel Shooter 


BONE SLINGSHOT 
Bone Slingshot Flamingo Dragon Y Divine Beast Title Angel Shooter 


BANDIT SLINGSHOT 
Bandit Slingshot Hardshooter Double Impact Divine Beast Title Angel Shooter 
Bandit Slingshot Double Impact Divine Beast Title Angel Shooter 


STEVE 


Steve Super Steve 


ANGEL SHOOTER 
Angel Shooter Angel Gear 
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Character Data 


Joins Party: In Matataki Village, after you give him the 
Bone Pendant 
How to Increase Defense: Grass Cake 
Type of Attack: Short-range 
Skill: Can smash floor-based switches to open doors 
and lower bridges in dungeons 
Ultimate Weapons: Inferno, Tall Hammer 


io 


)>* Overall, Goro is the most powerful character in the game, as far as raw attacking power goes. 
Most of his weapons have a high base Attack power and his Spin Smash move hits enemies 
three to four times — causing insane damage. However, Goro’s lack of speed makes him 
very tricky to use. He is a good alternate choice to Toan, as far as short-range characters go, 
but should not be built-up at the expense of Ruby. If you choose to build him up, don’t 

)2_, use him until you get the Battle Axe, and attack exclusively with the Spin Smash. 


INS. 


Weapons buildup Chart 


Goro can develop the base weapons he finds and is given by taking advantage of Attachments and using the 
weapon(s) in combat. The chart that follows shows the base weapon and the steps each base weapon goes through 
toward its ultimate evolution. In order to completely evolve a weapon, without needlessly going back into dungeons 
you have already beaten and fighting enemies over and over again, you will want to find all of the Gems and 
Attachments that you can get your hands on — buy them when you can and make sure you visit every possible 
Backfloor. 

Our recommendation for Goro is that you only use him in combat when the game requires that you make use of 
him. Although he possesses very powerful weapons and short-range attacks, you will want to concentrate your 
development efforts on Toan, as you will not have the resources to buildup TWO short-range attackers. 


Steel Hammer 


Steel Hammer 


TRIAL HAMMER 


Trial Hammer 


BIG BUCKS 
Big Bucks 
Big Bucks 
Big Bucks 


BATTLE AX 
Battle Ax 


Frozen Tuna 
Frozen Tuna 


Frozen Tuna 


Plate Hammer 


Plate Hammer 


Gaia Hammer 


Magical Hammer 
Magical Hammer 


Gaia Hammer 


Satan’s Ax 


Turtle Shell 
Turtle Shell 
Turtle Shell 


Magical Hammer 


Magical Hammer 


Tall Hammer 


Gaia Hammer 
Last Judgement 


Tall Hammer 


Inferno 


Magical Hammer 
Magical Hammer 
Battle Ax 


Gaia Hammer 
Last Judgement 


Tall Hammer 


Tall Hammer 


Gaia Hammer 
Last Judgement 
Satan‘s Ax 


Tall Hammer 


Tall Hammer 


Tall Hammer 
Tall Hammer 


Inferno 


Character Data 


Joins Party: In Queens, after you rebuild King’s House 

How to Increase Defense: Witch Parfait 
Type of Attack: Long-range 

Skill: Can open doors and lower bridges controlled by gem switches 

Ultimate Weapons: Secret Armlet 


Mobius Ring 


j y : 


Ruby is a genie fresh out of a magic lamp. Her mischievousness nature inspires distrust in some people 
and they would rather not be around her. Ruby attacks with magic rings that are very powerful. Once 
you have her in your party, you will want to make her your go-to gal in the dungeons. She also 
possesses the ability to open doors controlled by gem switches. 
With Ruby, the closer you are, the more damage the attack will do. Depending on the weapon and the 
enemy, the difference can be as little as a few HP, or as high as 100! 


Weapons Buildup Chart 


Ruby can develop the base weapons she finds and is given by taking advantage of Attachments and using the 


weapon(s) in combat. The chart that follows shows the base weapon and the steps each base weapon goes 
through toward its ultimate evolution. In order to completely evolve a weapon, without needlessly going back 
into dungeons you have already beaten and fighting enemies over and over again, you will want to find all of 
the Gems and Attachments that you can get your hands on — buy them when you can and make sure you visit 
every possible Backfloor. 
Our recommendation for Ruby is that you use her (once she joins your party) almost exclusively in combat. Her 
default weapon (the Gold Ring) will get you by early. Once you have the Platinum Ring, you should have no 
problem evolving it to Athena’s Armlet (maybe the Secret Armlet), and getting its Attack level high enough to 
take you through the end of the game. Ruby’s advantage over Toan (the other character that we recommend 
developing) is that her long-range attack is very low risk, but extremely powerful (although not quite as 
powerful as a high-level Toan attack). With Ruby, you should have no problem keeping enemies from doing a 


lot of damage. 


PLATINUM RING 
Platinum Ring 
Platinum Ring 


THORN ARMLET 
Thorn Armlet 
Thorn Armlet 


POCKLE 
Pockle 


BANDIT'S RING 
Bandit’s Ring 
Bandit’s Ring 
Bandit’s Ring 


Crystal Ring 
Fairy Ring 


Crystal Ring 
Fairy Ring 


Fairy Ring 


Crystal Ring 
Goddess Ring 
Pockle 


Goddess Ring 


Destruction Ring 


Goddess Ring 
Destruction Ring 


Destruction Ring 


Goddess Ring 
Athena’s Armlet 
Fairy Ring 


Athena’s Armlet 
Mobius Ring 


Athena’s Armlet 
Mobius Ring 


Mobius Ring 


Satan’s Ring 
Secret Armlet 


Descruction Ring 


Secret Armlet 


Secret Armlet 


Mobius Ring 


Mobius Ring 


Character Data 


Joins Party: In Muska Lacka, after the 
Event in the 3 Sisters’ House 
How to Increase Defense: Scorpion Jerky 
Type of Attack: Short-range 
Skill: Can blow smoke away from impassable openings in 
dungeons 
Ultimate Weapons: Babel’s Spear, Hercules’ Wrath 


ym 


Ungaga is the most difficult character to use effectively, since he 

doesn't have any noticeable advantages over the other short range 

characters. His Tornado Spin is useful, but does not cause a lot of 

damage to stronger enemies. It’s best to use Ungaga only when you 

have to. If you choose to build him up, wait until you get the Mirage for 100% 
completion of Muska Lacka. 


No 


Weapons Buildup Chart 


Ungaga can develop the base weapons he finds and is given by taking advantage of Attachments and using the 
weapon(s) in combat. The chart that follows shows the base weapon and the steps each base weapon goes 
through toward its ultimate evolution. In order to completely evolve a weapon, without needlessly going back 
into dungeons you have already beaten and fighting enemies over and over again, you will want to find all of 
the Gems and Attachments that you can get your hands on — buy them when you can and make sure you visit 
every possible Back Area. 

Our recommendation for Ungaga is that you do not use him in combat, except when required. The weapons 
that you find will be powerful enough without developing them, for the limited fighting that you need to do 
with Ungaga — including the Boss in the Sun/Moon Temple, King’s Curse. 


JAVELIN 
Javelin Desanga Cactus Terra Sword Babel’s Spear 


Javelin Partisan Cactus Terra Sword Babel’s Spear 


HALBERT 

Halbert Scorpion Mirage Terra Sword Babel’s Spear 
Halbert Scorpion Mirage Hercules’ Wrath 

Halbert Scorpion Cactus Terra Sword Babel’s Spear 


5 FOOT NAIL 

5 Foot Nail Scorpion Mirage Hercules’ Wrath 

5 Foot Nail Scorpion Cactus Terra Sword Babel’s Spear 
5 Foot Nail Scorpion Mirage Terra Sword Babel’s Spear 
5 Foot Nail Partisan Cactus Terra Sword Babel’s Spear 
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Character Data 


Joins Party: In Moon Sea, on Craters No. 8 
How to Increase Defense: Carrot Cookie 
Type of Attack: Long-range 
Skill: Can fly over large chasms 
Ultimate Weapons: Star Breaker 


Vom 


Osmond is the Moon People’s inventor. His weapons of choice are guns 

and cannons. Osmond flies into battle with a Helipack on his back. He has 

little trouble flying over gaps and chasms. Osmond's flight speed increases 

dramatically when he uses the Dran’s Feather. He is a long-range attacker that 

does a decent amount of damage, but you get him too late in the game to concentrate 
any of your weapon development resources on him. Use him when you need to, but 
nothing more. If you can pull a Hexa Blaster out of a Chest in the Gallery of Time, it 

)o_, should be good enough to get you through any obstacles you have with him. 


Roe 
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Weapons Buildup Chart 


Osmond can develop the base weapons he finds and is given by taking advantage of Attachments and using 
the weapon(s) in combat. The chart that follows shows the base weapon and the steps each base weapon goes 
through toward its ultimate evolution. In order to completely evolve a weapon, without needlessly going back 
into dungeons you have already beaten and fighting enemies over and over again, you will want to find all of 
the Gems and Attachments that you can get your hands on — buy them when you can and make sure you visit 
every possible Back Area. 

Our recommendation for Osmond is that you use him only when necessary. He is the last member to join your 
party and you really don’t have time, playing the game normally, to develop him. 


Blessing Gun Skunk Hexa Blaster Star Breaker 
Swallow G Crusher G Crusher Star Breaker 


Blessing Gun Skunk Hexa Blaster Star Breaker 


Hexa Blaster Star Breaker 


The following is a listing, by category, of all Items to be found in Dark Cloud. Use this as a reference and checklist for when 
you find something new while exploring. 


GEMS AND 
ATTACHMENTS 


Fire 
Gives weapons the fire 
attribute. 


Ice 
Gives weapons the ice 
attribute. 


Thunder 
Gives weapons the 
thunder attribute. 


Wind 
Gives weapons the 
wind attribute. 


Holy 
Gives weapons the holy 
attribute. 


Attack (+1,2,3) 
Increases weapon 
attack power. 


Endurance (+1,2,3) 
Makes it harder to 
break a weapon. 


Speed (+1,2,3) 
Weapons’ speed bar fill 
up faster. 


Magic (+1,2,3) 
Increases effect of 
attributes. 


Garnet 
Gem can be attached 
to weapon. 


Amethyst 
Gem can be attached 
to weapon. 


Aquamarine 
Gem can be attached 
to weapon. 


Diamond 
Gem can be attached 
to weapon. 


Emerald 
Gem can be attached 
to weapon. 


Pearl 
Gem can be attached 
to weapon. 


Ruby 
Gem can be attached 
to weapon. 


Peridot 
Gem can be attached 
to weapon. 


Sapphire 
Gem can be attached 
to weapon. 


Opal 
Gem can be attached 
to weapon. 


Topaz 
Gem can be attached 
to weapon. 


Turquoise 
Gem can be attached 
to weapon. 


Sun 
Gem can be attached 
to weapon. 


Dragon Slayer 
Increases damage to 
dragons and reptiles. 


Undead Buster 


undead monsters 


zombies and mummies. 


Sea Killer 
Increases damage to 
marine monsters. 


Stone Breaker 
Increases damage to 
rock monsters. 


Plant Buster 
Increases damage to 
plant monsters. 


Beast Buster 
Increases damage to 
animal monsters. 


Sky Hunter 
Increases damage to 
flying monsters. 


Metal Breaker 
Increases damage to 
metal monsters. 


Mimic Breaker 
Increases damage to 
Mimics. 


Mage Slayer 
Increases damage to 
witches. 


AMULETS 


Anti-Freeze Amulet 
Stops enemy's ice- 
attack. Will rip after 
extensive use. 


Anti-Curse Amulet 
Protects from enemy's 
curse. Will rip after 
extensive use. 


Anti-Goo Amulet 
Protects from goo 
attack. Will rip after 
extensive use. 


Antidote Amulet 
Defense against 
enemy's poison attack. 
Will rip after extensive 
use. 


DEFENSE ITEMS 


Fluffy Doughnut 
Toan's favorite. 
Increases Toan's 
defense. 


Fish Candy 
Xiao's favorite. 
Increases Xiao's 
defense. 


Grass Cake 
Goro's favorite. 
Increases Goro's 
defense. 


Witch Parfait 
Ruby's favorite. 
Increases Ruby's 
defense. 


Scorpion Jerky 
Ungaga's favorite. 
Increases Ungaga's 
defense. 


Carrot Cookie 
Osmond's favorite. 
Increases Osmond's 
defense. 


WATER 


Regular Water 
Usual water. Quenches 
thirst a little bit. 


Tasty Water 
Water from rugged 
mountain. Nearly 
quenches thirst. 


Premium Water 
Amazing water of fairy 
spring. Completely 
quenches thirst. 


FOOD AND HEALTH 


Bread 
Eating it recovers health 
a little bit. 


Premium Chicken 
Eating it completely 
recovers health. 


Cheese 

Eating it allows fairly 
good recovery of 
health. 


Mellow Banana 
Mellow Banana .It 
recovers HP but make 
you feel thirsty 


Stamina Drink 
Drinking it increases 
power. Ability 


temporarily increases. 


Antidote Drink 
Drinking it neutralizes 
the poison in the body. 


Holy Water 
Releases from spells. 
Causes major damage 
to the undead. 


Soap 
Releases from gooey 
conditions. 


Mighty Healing 


Heals all conditions. 


ACTIVE ITEMS 
(DAMAGE) 


Bomb 

Throwing it at enemy 
makes it explode, 
causing major damage. 


Stone 
Throwing it at enemy 
causes neutral damage. 


Inferno Gem 
Stone w/burning 
power. Causes fire- 
based damage to 
enemy. 


Blizzard Gem 
Stone w/freezing 
power. Causes ice- 
based damage to 
enemy. 


Lightning Gem 
Stone w/electric power. 
Causes thunder-based 
damage. 


Whirlwind Gem 
Stone w/wind power. 
Causes wind-based 
damage to enemy. 


Sacred Gem 
Stone w/blessed power. 


Causes holy-based 
damage to enemy. 


Throbbing Cherry 
Magical fruit that allows 
time to be stopped or 
advanced. 


Gooey Peach 
Throwing it at enemy 
creates a gooey attack. 


Bomb Nuts 
Hitting enemy w/ it 
make it explode and 
cause damage. 


Poisonous Apple 
Poisonous Apple. Throw 
it at enemy for 
poisonous attack. 


POWDERS 


Stand-in Powder 
Can change to ally 
when current 
character's exhausted. 


Escape Powder 
Having this allows an 
escape from dungeon 
with command. 


Revival Powder 
Revive from dying con- 
ditions. 


Repair Powder 
Recovers WHp of 
weapons. 


Powerup Powder 
Unconditionally power 
up weapon's grade. 


Auto Repair Powder 
Set as an Active Item. 
Auto-Repairs weapons 
about to break. 


MISCELLANEOUS 


redibly delicious 
uit. Increases max. 
health value. 


Treasure Chest Key 
Key to open treasure 
chest. Let's you avoid 
traps. 


_ Gourd 
Increases max value of 


Dran's Feather 
Allows quick movement 
inside Dungeon. Breaks 
after a while. 


Ice Block 

Cold to touch. Keeps 
fish fresh for a long 
time. 


Small ice 
Melted small ice. 


Tiny ice 
Almost melted ice 


FISHING ITEMS 


Fishing Rod 

Allows fishing by using it 
in front of sign at fishing 
Spot 


Prickly 
Prickly... Painful 
looking. Fishing bait 


Mimi 

Wiggle- 
waggle...Creepy. Fishing 
bait 


Evy 
Favorite of sea fish. 
Fishing bait. 


Carrot 
Fish bait. 


Potato cake 
Fish bait. 


Minon 
Fish bait. 


Battan 
Fish bait. 


Petite Fish 
Fish bait. 


FLOOR KEYS 


Dran's Crest 

Key to the gate made 
by Dran to protect his 
own nest. 


Shiny Stone 

They say Wise Owl loves 
shiny things. But it's 
unlikely. 

Red Berry 

They say some Wise 
Owls mainly eat this 
nut. 


Pointy Chestnut 
Pointy nuts said to be 
Wise Owl's favorite. 


Hook 
Hook for pulley for 
carrying inside the ship. 


King's Slate 
Key to the door of the 
chambers of an ancient 


king. 


Gun Powder 
Filling cannon with this 
allows launching. 


Clock Hands 
Hands of a large clock. 
Shines mysteriously. 


Black Knight Crest 
A crest with a Black 
Knight on it. 


Bone Key 
Key made of bone. 


Mustache Key 
Key-shaped like a 
mustache. 


Shipcabin Key 
Key to enter cabin on 
the ship. 


Stone Key 
Key made of stone. 


Handle 

To be attached some 
place. Tool to rotate 
something. 


Pitchdark Key 
Black key with weird air 
of darkness. 


Silver Key 


Key made of silver. 


KEY ITEMS 
Horned Key 

Key to enter Dran's 
room. 


Moon Grass Seed 
Magical seed that 
sprouts only in a special 
place. 


Music Box Key 
Key found in Rando's 
house. Looks very old. 


Sun Signet 
Sun-shaped crest. Key 
to tomb in the 
Sun/Moon Temple. 


Moon Signet 
Moon-shaped crest. 
Key to tomb in the 
Sun/Moon Temple. 


Admission Ticket 
Ticket to participate in 
competition. 


Cave Key 
Key to enter the Divine 
Beast Cave. 


Changing Potion 
Magical potion that 
changes animal to 
human. 


Bone Pendant 
Pendant worn by 
Fudoh. 


Odd Tone Flute 
Flute that makes weird 
sound. It calls snakes. 


Moon Orb 
Orb that controls 
Moon Ship. 


Shell Ring 


Momento of Rando 
and Queen. 


Search Warrant 
Warrant issued by the 
sheriff. Allows entry to 
Joker's store. 


Hunter's Earring 
Wearing it lets you 
understand language of 


_the forest people. 


Candy 

Candy with swirl that 
makes you dizzy .Sweet 
and yummy. 
Ointment Leaf 
Precious herb. It makes 
cure-all medicine. 


Foundation 

New from East Terra. 
Applying it on face 
makes you pretty. 


Clay Doll 
A doll modeled after 
legendary Giant from 


antiquity. 


Sun Sphere 
Best magical gem 
generated once in 


10,000 yrs. 
BACKFLOOR KEYS 


Tram Oil 
Necessary for rusty tram 
to work. 


Sun Dew 
Magical Dew to speed 
up plant growth. 


Flapping Fish 
Fresh fish. They will 
spoil unless kept on ice. 


Rotten Fish 
Rotten fish after being 
left out for a long time. 


Secret Path Key 
Key to open the secret 
path to carry the coffin. 


Bravery Launch 
Standing on it makes 
you brave and want to 
jump. 


Flapping Duster 
Magical Duster that 


revives broken magic 
carpet. 


Crystal Eyeball 
Crystal shaped like an 
eyeball. 


TREE 


You begin your adventure in Norune Village, your home. It is up to you to rebuild the town. To do this, you 
must venture toward the far end of town and enter the Divine Beast Cave. But, before you can, there are a 
few things you need to do. 


spenienstnsermestsi terpenes 


When you first begin actual gameplay, you will want to pay a visit to the 
Village Chief. He can be found in the large, submarine-like, structure on 
the far end of town (opposite the entrance to the Divine Beast Cave). He 
has the key for the entrance to Divine Beast Cave (the Cave Key) and you 
won't be getting very far without it. In addition, he will fill your travel bag 
with goodies, including Repair Powder — the essential element in keeping 
your weapons at full strength. Return here any time that you need your 
supplies refilled. Also, make sure you check the closet behind him — it 
contains a “Prickly” (fishing bait). Return hers after Floor 9 of the Divine 
Beast Cave to receive a Pocket — this will increase the number of items 
that you can carry by 10. 


As you begin to rebuild Norune Village, some of the Atla that 
you find in the Divine Beast Cave will be of the actual people 
that inhabited the village. Once you have released them in 
the Georama mode, you can then talk to them and find out 
what they need to rebuild their structures, and where they 
would like them located. Until you do, some of the required 
Atla will appear as question marks (?) in the Config/Assembly 
menu. The villagers will also, from time to time, have advice 
that can help you on your quest. 


After you have found the Atla that represents the people that 
live in a particular structure, you may want to come back to 
their homes to see if there are any item chests (inside or 
outside) for you to discover. If you follow their advice, you 
will be rewarded you with useful items. 
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Once you place the Pond in Georama Mode (and have 
obtained a fishing pole and bait), you will want to try your 
hand at landing a big one. By catching fish, you accumulate 
FP. You can use FP to trade for some helpful items. 


Once you have re-built the Odd Gaffer’s Buggy. You will 
want to return here for supplies. For the most part, it is Bread 
and Repair Powder that you will be interested in acquiring for 
your trips to Divine Beast Cave. 


Once you have collected the Stray Cat Atla and the 

Changing Potion in floor B8 of the Divine Beast Cave, return 

to your home. Once you are able to trigger the Event, head 

upstairs and you will find the Stray Cat on your bed. Give it : ——* | | 
the Changing Potion and she will take human form. The Stray #@@)} eerie 


Cat, named “Xiao”, will now join your party. (AT has ber € mM al ty: 
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Villagers 


If you speak with all of the people that populate your village, they will let you know what they need. In addition, they may just 
give you a few helpful hints to guide you on your journey. Keep them happy and you will find that your quest becomes easier. 
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, Wheel outside the house — it’s what he uses to repair the Gaffer’s Buggy. 


Macho believes that fighting is what a man must live for. In order to fight better, he needs 


_ you to expand his room and find a barbell. 


G) 


Macho’s big brother would like you to locate their house somewhere that is best for a 
workout (Hint: Locate next to the entrance to Divine Beast Cave). He also says that he 


=, needs a Lamp and a Fence. 


a / 


Renee is your mother and she would like the morning sun to come through the window 
of your house to wake her up (Hint: position the house so that the steps that lead up to it 
are facing West as you look toward the Village Chief’s House). She also feels that the 


Claude wants to smell good food (Hint: Alnet is a great chef). If you help him finish his 
house, he will give you some food. If you can find him a box full of candies, life would be 


The Odd Gaffer is a salesman and would like your help in restoring his Buggy to usefulness. 
He needs houses around his shop to do good business, plus goods and a sign. In order to 
et all of the goods that he can possibly sell to you, you meed to make sure that Pike 
(Paige's father) puts up the sign. In order to do this, you will need to make sure that you 
have found the Atla that contain Paige’s House, “Wheels” and Pike , BEFORE you make 


9 the Event happen for the Gaffer’s Buggy. 


Paige’s father likes to fish (Hint: Locate Paige’s house close to the Pond). He needs a 


The fortune telling Hag would like you to locate her house near Dran’s Windmill Blades. 
In addition, she would like a Bench and Urns to display outside. If you can deliver the 
items to her, she will offer to keep some of the belongings that you don’t want to carry 


Laura can not stand the noise coming from the Village Chief’s house. She would 
appreciate it if you could locate her home away from the Village Chief's. She also has a lot 


You know, those muscle boys are just not her type. She also gets scared at night and would 
really appreciate a Lamp. Alnet trivia: Pike (Paige’s father) is Alnet’s uncle. 


Carl is Alnet’s little brother. He would like to get his many treasures back, and needs a 
Storage Cabin to hold them all. 


Paige lives with her father, Pike . She thinks that your pouch is too small and she, too, gets 
scared at night and would like a Lamp. 


| Laura’s daughter, Gina, wants to give you a pretty feather that she found on the ground 
| the other day, if you can find her Tricycle. 


Diorama Menu SELECT Walking Mode 
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In order to restore Norune Village, you must rebuild it from the Atla that you discover in the Divine Beast Cave. 
You will not be able to travel to the next village until you completely rebuild Norune. The following is a complete 
listing of everything you will need to find to restore the village, and to trigger Events that will help you in your 

quest. If you go to your menu screen and select “Georama Analysis”, you will be able to see how you are doing. 
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My House (Renee and Toan’s house) _ 


ltems required for Event: 
Keg: Contains premium aged spirits 
Chimney: Releases smoke of fireplaces 

Upstairs Storage: Storage area for the second floor 
Renee: Toan’s mother 

Llama: Toan’s |lama — important livestock 

Stray Cat: |t may be good luck to have it in the house 


Event: By obtaining the Stray Cat Atla and the Change Potion in the B8 floor 
of the Divine Beast Cave, you can change the feline into human form. The Cat, 
in its human form, will join your party after you head upstairs (after the Event 
and administer the Change Potion. You can name the character as you see fit 
(the default is “Xiao”). Xiao has the ability to jump across chasms that the other 
characters can not. 


ltems required for Event: 

Fence: Place around houses 

Lamp: Essential light to pass the night 

Annex Room: Separate room 

Barbell: Exercising tool 

Macho: Macho like his name. Never skips training 
Komacho: Short. Big brother to Macho 


Event: Komacho will give you the Stonebreaker, which has an impact on 
monsters made of stone or rocks. 


Stave Geeher” comical 


Fence: Place around houses 
Essential light to pass the night 
Cabin: Storage space 
Bench: A place for sitting and relaxing 
Candy Box: A box filled with sweets 


Claude: Likable guy. Loves eating and sleeping 


Event: If you visit Claude early in the morning, he will give you Candy — it will 
come in handy later! If you visit him during the day, he will be sleeping. If you 
visit at night, he will give you some Cheese. Make sure you trigger the Event in 
the AM! 


Items required for Event: 

Cabin: Storage space 

Lamp: Essential light to pass the night 
Stairway: Needed to climb to higher floors 
Llama: Alnet's llama. Important livestock 
Alnet: Big sister. A great chef and dancer 
Carl: Alnet’s baby brother 


Event: Alnet will give you a Fishing Rod. 
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teller Hag’s house) — 


Items required for Event: 
Fence: Place around houses 

Lamp: Essential light to pass the night 
Bench: A place for sitting and relaxing 
Cabin: Storage space 

Jar: \ts use is not clearly known 

Hag: A Hag who tells fortunes 


Event: The Hag will offer you storage for any items that you can not carry. 


Tou con use ay cioset te store itens 
you dow t need. 


e Paige's ouse (House of angler Pike and daughter Paige) 


Items required for Event: 

Fence: Place around houses 

Cabin: Storage space 

Wheels: Part essential for vehicles 

Lamp: Essential light to pass the night 
Pike : Paige’s father. Good at physical labor 
Paige: A pretty girl who grew up with Toan 


Event: Paige makes you a new pouch that allows you to carry an additional 10 
items. 


Items required for Event: 
Fence: Place around houses 
Lamp: Essential light to pass the night 
Tricycle: Children’s vehicle with three wheels 
Cabin: Storage space 

Auntie Laura: Xena’‘s mother. Very easygoing 
Gina: A cute girl who adores Toan 


Event: Gina will give you Dran’s Feather. 
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Items required for Event: 

Supplies: Filled with goods sold by Odd Gaffer 
Sign: Marker placed in front of buildings 
Light: Essential light to pass the night 

Odd gaffer: Gaffer who owns the local store 


Event: The Odd Gaffer will open his shop and you can use it to replenish your 


supplies — assuming you have enough Gilda to purchase what you need. You 
can also sell items that you have acquired in the cave to the Gaffer. 


oPeedy 
Buying 
Checke 


ltems required for Event: 

Sign: There is name written on it 

Dran‘s Horn: Decoration of Dran’s Windmill 
Dran’‘s Blades: Blades made for Dran’s Windmill 
Torch: Red flame to illuminate the dark 


Event: Dran‘s Windmill will begin to work and you will be able to acquire the 
“Horned Key” in a chest inside the Windmill. This allows access to Dran’s 
Chamber, where you will fight the Boss. 


HorNed Key 
Key to enter Pranks 
room 


Items required for Event: 


Windmill Vanes: Vanes of small windmills 
Ladder: Used to climb to high places 


The Diem Becet Cae) is are you are going to fae all of a Atla iG, you Miced 6 fo 
rebuild Norune Village. As you move through its 14 dungeon floors (plus the Boss battle 
at the end), you will encounter a | number ofe enemies and interesting events. 
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Tah will want to fanifiaiice eas with the nature of battle in this first level of 

combat. The Fairy King will come to your aid in this regard. In addition to 

finding Atla, you must also obtain “Dran’s Crest”. This is the key required to exit 
|| the floor and proceed deeper into the cave. You will get Dran’s Crest off of a 
\z,, defeated enemy — this is typical for floors B1-B14 of the Divine Beast Cave. 


WB iran s Crest” acuired. 


» Floor 7 : - 4 you ca catch ali the marks coming 
. from the right. voy, ti be victorious. 


coves cotrtieti seacihsoacohed et. notes aceniSt th canton septa abn stearhee Nasa esteGaueaanimaC OSL AgeORODIO/DOBAGIS SOLE Dte eenyce saan eeuamoGHeRiauRasReNIeGRNCANSO Naa ERICAReG RRO UCRRISGTEGEN EISEN CSRE NS BRIAN ROOT NIDA AREGTURDRALGDS NOPD ISAAC RRO ASIEN NRG OOO GT PO PORES ORR SANTO 
wig nip ooceaeena rraarcoResceuRe apaR rpeRNNRo eA LeU. ona UNNRIOai0e fiacaoNa Rt ROLeRRICSRIRONNRDIEALEC DIORA RT OREM Sanna nnn SADE GY CA OVE AEE A ORTABOETE 
7 


In this ‘look you will have to take on a skeleton in the first of many “Simon- 
Says” style battles, called “Duels”, that you will find yourself in throughout the 
game. Simply follow the scrolling icons and hit the appropriate button or d-pad 
direction when it scrolls into the hot spot on the bar. It’s all about timing as you 
try to defeat the skeleton. If you fail, the game will give you as many chances as 
ie need to complete the task. When you beat him, goodies will rain down! 
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This floor is the first of what are called “Limited Zones”. In these floors, some 

restriction is placed on you. In this case, it is that Abs are reduced with every 

defeated enemy. You can’t change weapons, either. So, even though you need Gat : 

, © m acquire Dran’s Crest by fighting, stop doing so once you have it in your hands. slap A cme g 


CON t replace weapons 
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Here, you will find that the Stra Cat “Aes: efter she is imprisoned the Ee 
young man that appeared in the opening scene where the Dark Genie was unleashed, - 
inhabits this floor of the Cave. Because of the underground river that separates you ae Oana. 
from the door on the other side, you can not continue deeper into the Cave without | 
Stray Cat in human form. Before you can acquire the 
Atla, you will have to confront the young man (he wants 
your Atlamillia) and face him in another Duel (where he 
will give you the “Changing Potion”). Once you can 
trigger the Event at Your House and have turned Stray 
|| Cat into human form, come back here and let her jump 
11s), the river so that you can continue deeper into the Cave. 
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This Pirnited Gone can only be compliers By Xiao. Because of this, there’ is no 
Atla to be found on this floor. You will also find that you are over-matched by 
the sheer quantity of enemies in this floor of the Cave. Your only goal should 


be to survive long enough to get Dran’s Crest, so that you can open the gate to ee. . i i rcs ae 
the next floor of the Cave. Try avoiding battle at first, until you've searched » Si nines oon 


through all of the chests on the floor. Then, if you still don’t have the Crest, 
| start taking on enemies that are near the exit gate. Also, make sure you stock 
|c), up on Repair Powder and Bread before you enter the Cave. 


Backflo loors: 


Tein Oil will allow y you to make use of a Tram located on any floor of the Divine 
Beast Cave. By using the Oil, you activate the Tram and can access a secret (or 
“Backfloor”) part of the floor. These secret areas are dotted with chests — most of 
which offer up Gems, Attachments and items, (good) or Mimics (bad). These areas 
Js), are populated by tougher versions of the enemies that you are currently facing. 
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On some fibers you will find pools of water that, if you walk into them, will 
|| restore your active character to 100% health and completely quench his/her 
Hic). thirst. 
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| This clown will appear fen time to time in the large chests that normally 
| contain new weapons. He will offer you a choice between a small gift and a 
|<), large one. Find out what surprises await you! 


Hil {6 everybody happy! 
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i Thexe ndandy. a occurring items can either hurt or fel your Weapon Hit 
1s) Points, Abs, or cash flow (Gilda). Are you feeling lucky? 
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The Dasher does just that: run directly at you. It is best to 


‘use Xiao, with her long range attack, to defeat the 
Dasher. 
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A huge creature that is very slow. He will attempt to dive 
at you after you have hit him. If you are in close, quickly 
move away after delivering the blow. Again, attack from a 
distance if 
|| possible. 
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You definitely want to attack this guy from afar — he will 
quickly roll toward you if you get too close. 


SUT eA TRISTE SEG SEO ETE 


a 
i] 


k 
'o 
aa 
j 


SaBiEN 


\ i> / ( 1 & ( ~ | 3 i a>’ yY | -~ 4 r if we, } 
J rm ~~ i WwW J) yf i a LS I =e i LS y | ae | it i i j 


These guys are slow and plodding, Just wait for them to 
get within range of your close-up attack, then have at it. 
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A skeleton that will defend himself with his shield. Just 
wait for him to go on the attack, then take a step back 
and hit him from close range. 
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These guys will attack in a circular motion. Although they 
are slow afoot, there attack is quick. Don’t go for combo 
attacks at close range. Get in, attack once and get away 
from that 
swinging 
hammer. Repeat 
this to bring the 
Statue to defeat. 


The Divine Beast Cave is where you will meet all of the enemies that 
you must fight in Norune Village. If you study them, and make use of 
the information we provide hers, you will make quick work of them. 


ine N Aimic ( (90 | HP) 
This guy will surprise you by springing out of large 
pee chests. He attacks in a pattern where he thrusts 
| then rests. A well-timed 
close range attack will 
keep him at bay. 


Ghost ( (1 <a 
This enemy isn 7 too difficult to beat. But, he can poison 
you as he attempts his attack from a position floating 
above you. Wait for him 
to drop to ground 
level, then strike. 
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This guy will on Safer damage when he is on the move. 
Try to take a swipe at him when he is in box form, and it 
will do you no good. 
He is easily defeated 
from close or long 
range. 
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Mim mic | (68 3 HP) 


| Like his regal big brother, Mimic works on surprise — 
F springing to life from a chest that usually contains a useful | 
item. Mimics are quick 
work, just don't let 
them slap you around. 
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The Cave Bat is a relatively weak enemy and is easy to kill. 
But, because it moves up and down in its attack, if you 
aren't paying attention, 
you can take a hit and 
risk being poisoned. 
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par 7 [P) Very slow moving — he doesn’t pose || 
much of a threat, unless you get too close (he will dive at you). 
|| Simply attack from a distance with Xiao. One word of caution: 
|| When he dies, he will fall 
to the ground and leaves a 
cloud of dust — and will 
| cause you to fall into a 
“gooey” state. Don't walk 
into it or you will suffer 
damage (and slow down 
ea — wait for 
|| the cloud to dissipate. 
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The Yammich is not much of a challenge. If you let him, 
he will perform a spinning attack. But, Lies take the 
offensive, he won't get 
a chance to get it off. 


In order to defeat Dran, you must make use of both Xiao and Toan. Begin by attacking 
Dran from a distance, while he is in the air, never on the gound, with Xiao — Dran will 
slowly drop to the ground. Then, making use of “Dran’s Feather”, switch to Toan, give him 
a Stamina Potion, and run toward the fallen Dran. Wait until Dran is fully settled on 
the ground, then attack with a quick blow to either leg (this will keep you from 

being hit), then run away and repeat. If you miss time your attacks or are too 

slow, Dran will shoot a fireball your way and can destroy the ground beneath you 

— causing instant death. Because of this fact, when attacking from a distance with 
Xiao, you will want to stay along the outer rim of the circular arena. This way, when 
Dran fires at you, he won't be able to blow holes in the floor. Once you defeat 

Dran, he will tell you about the Black Demon, the Dark Genie and the Moon 

People, then offers to aid you in your quest. 
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Upon returning you to Norune Village, Dran will give you the World Map. 
With it, you can instantly warp to any point in the map that you have been 
given access to. Next stop: the land of “Matataki Village”. 
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If you satisfy all of the villagers’ requests for the rebuilding‘of their 

community (100% complete in all three categories of the “Georama 

Analysis”), Dran will appear and will give you this attack ability. (It is not 

possible to satisfy 100% of the villagers’ Requests until you've defeated Dran.) With 
the Windmill Slash, you can attack surrounding enemies. To use it, you simply hold 
down the X button, then release it after Toan flashes two times. 
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After defeating Dran, it’s off to Matataki Village. When you first arrive, you will spy a strange looking character 
dressed in what seems to be a bear skin?! Well, it looks like this is going to be an interesting adventure — better 


get going! 
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Your first order of business in Matataki Village should be to seek out 
the boy that runs away from you and get him to fight. Simply follow 
him up the path that he retreats to in the opening cinema. At his 
tree house he will challenge you to a fight — thinking that you are 
the monster that destroyed his village. If you lose this quick-time 
event, you can simply leave the area, then re-enter to fight again. 
Defeat him and you can name the character (his default name is 
“Goro”), but he will not join your party until later. You will also receive the 
“Hunter's Earrings”. Talk to him after you have acquired the earrings and he will tell 
you of the Treant tree and how the earrings work. One more thing: He is Fudoh’s 
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To seek out the Treant Tree, you must find the huge hole deep in 
the village. The Fairy King will appear here and explain to you that 
the Treant Tree is, in fact, a Tree Fairy in charge of the water 
element. Without water, it can not speak. You must connect the 
river that was cut off in Matataki Village to revive Treant. In order 
to accomplish this, you must find the River Atla in Wise Owl Forest. The Fairy King 
will open the gate to the forest. 


When you first begin to rebuild Matataki Village, you will have no place where 
you can purchase supplies. So, you will have to make use of the World Map 
and return to the Odd Gaffer’s Buggy in Norune Village to stock-up. 


As you venture deeper into the Wise Owl Forest, you will begin to find River Atla. Use these 
to rebuild the river in the village by dredging from the waterfall to the existing ditches. Once 
you have completely connected the dried-up river bed, a 

couple of Pockles from Wise Owl Forest will appear and 

open the dam, releasing water and filling the river. Could 

this be just what the Treant Tree needed? 


Once the river is flowing with water, return to the Treant Tree. If you 
walk up to the tree and make use of the Hunter's Earrings, you will 

be able to hear the tree speak. During your leafy conversation, the 
tree will “sneeze”, and give you the legendary Serpent Sword. The 
sword will not break until it has accomplished its mission. If you want 
to learn more about the Moon People’s Village and Goro, just ask her! 


Once you have re-built the Wise Owl Shop, it will be open for business. At 
that point, you can stop shopping in Norune Village — thus reducing your 
frequent warper miles! 
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It is important that you rebuild Cacao’s house BEFORE you enter Territory 9 
of the Wise Owl Forest. Cacao, as a reward for helping him, gives you the Odd 
Tone Flute, which you must use to draw Killer Snake out of his cave in 
Territory 9. 
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Of course, Goro is the son of Fudoh. After you have defeated the Killer Snake, 
take the Bone Pendant and present it to him. You will discover the true story 
of the disappearance of Fudoh and Goro will now join your party. You might 
also want to check out his tree house fter he joins the party. You will find a 
pocket inside, and some other items. 


The owners of the Mushroom House have a very special treat for you when 


you complete their home. The Moon Grass Seed will help you gain access to 
Master Utan’s area. 
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As you begin to rebuild Matataki Village, some of the Atla that you find in the 
Wise Owl Forest will be of the actual people that inhabited the village. Once 
you have released them in the Georama mode, you can then talk to them and 
find out what they need to rebuild their structures, and where they would like 
them located. Until you do, some of the required Atla will appear as question 
marks (?) in the Config/Assembly menu. The villagers will also, from time to 
time, have advice that can help you on your quest. 


After you have found the Atla that represent the people that live in a 
particular structure, you may want to come back to their homes to see if there 
are any item chests (inside or outside) for you to discover. If you follow their 
advice, you will be rewarded with useful items. 


The waterfall is a good spot to try and catch a few fish. Most types of bait will 
work here, except deep-sea. If you use a Poison Apple as bait, Toan can catch 
a Marayan Garayan at night. 


Once you have satisfied 100% of the Villager’s requests in the 
Georama Mode, the Treant Tree will give you Powerup Powder and 
will give Goro the Battle Axe. It is important that you fulfill these 
Requests BEFORE you take on Master Utan — it will make it a much 
easier fight if Goro has the Battle Axe. The Battle Axe can be developed into one of 
the game's most powerful weapons — the Inferno. If you are going to use Goro as 
your primary combatant, this is the weapon you'll want to evolve. 


Matataki Village is full of interesting people to meet and greet. Talk to them to find out their stories, and what they need and desire. Listen 
well, and fulfill their requests to complete their homes and to get aid in your quest. To check and see how the villagers are doing, go into 
Georama mode and take a look at the Georama Analysis. You are making progress if the “Request” bar is working toward 100% completion. 


Pao is a hunter and would like his home located next to the Peanut Pond. He gets restless 
when his laundry is not hung on the clothesline. If:you help him, he may cook for you. 


A quiet girl, Kululu doesn’t have much to say, but she does tell you that the nights are 
scary without a Torch. 


Bunbuku thinks that laundry is a hassle and would like his house located near the water 
mill, and he needs an Upstairs Cabin — since that is his room. 


The Ancient Baron is the Mayor of Matataki Village. When you rebuild his home, he 
would like to hear the water. However, he is hard of hearing and the water needs to be 
really loud (Hint: Place house next to waterfall). He also needs a roof. ' 


Mr. Mustache is a wise old owl that requires water all around his shop. Once you have 
completely re-built his shop, it will be open to you. Oh, yeah — he also requires a Sign, 
Roof and Entrance to his shop. 


Cacao is a gleeman — he sings so that others can relax. He needs to hear the rustle of the 
trees in order to relax (Hint: Plant all of the trees in your inventory and make sure a few 
are around his house). He needs a room for composing music in. If you rebuild his house, 
he says he'll sing you a song. 


Gob is a vagabond cook, and he'd like you to remember that. He would like his home re- 
built near Momo’s house. Apparently, the signature style to his home involves bones and 
trees. Make his house whole again and he will treat you to some “Manly cooking’. 


Couscous is a little on the larger size and he can not leave his house, because he can’t fit 
through the front door. He does, however, like high places (Hint: locate his home on 
Earth A or Earth B) and will gladly let you use the fluffy grass on top of his head for 
storage, should you rebuild his home. He would also like grass to grow on the top of the 
shell that makes up the structure of the home. 


Momo likes to shop, so she'd appreciate it if you could locate her house close to Mr. 
, Mustache’s store. She would also like a nameplate in front of the structure. 


Kye is Momo’s grandfather and he would like a song, “Memories at the Bar” played for 
him. He also needs a Torch. 


Annie would like a high place where the view is good and it is breezy (Hint: locate her 
and Ro’s home on Earth A or Earth B). She would also like a second floor. 
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)> * In order to restore Matataki Village, you must rebuild it from the Atla that you discover in Wise Owl Forest. * & 
You will not be able to travel to the next village until you completely rebuild Matataki. The following is a 
complete listing of everything you will need to find to restore the village, and to trigger Events that will help 
you in your quest. If you go to your menu screen and select "Georama Analysis”, you will be able to see how 
you are doing. 


Pao’'s House (The house where Pao lives 


ltems required for Event: 
Torch: Red flame to illuminate dark night 
Sign: Displays names of residents and shops 
Stairway: Needed to climb to higher place 
Pao: A small guy with a wildcat scarf 
Laundry: Hang them under the sun to dry 


Event: Pao will cook dinner and ask you if you have found the Moon People’s 
Village yet. Then, he gives you the Fruit of Eden and hints that the Moon 
People may be deep in Wise Owl Forest. 
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Bunbuku's House (Bunbuku and Kululu’s House) 


Items required for Event: 
Sign: Displays names of residents and shops 
Stairway: Needed to climb to higher place 
Kululu: A quiet girl with a white fox mask 

Torch: Red flame to illuminate dark night 
Bunbuku: Kind to his sister. Wears a raccoon mask 
Cabin: Stores many things 


Event: Bunbuku accidentally ate Kululu’s food and wonders if you have 
something that is coiled like a shell and white in color. If you give him the 
Candy that you received for making the Event happen at Claude’s house in 
Norune Village, Bunbuku will give you the “Ointment Leaf”. They say in the 
East, you can make cure-all medicine from this leaf. 


Items required for event: 
Torch: Red flame to illuminate dark night 
Sign: Displays names of residents and shops 
Annie: Cheerful old woman. Same mask as Ro’s 
Second Floor: First floor’s not enough 


Ro: Cheerful old man — Annie’s husband 
Balcony: Convenient for hanging laundry 
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Event: Ro and Annie ask you to climb the ladder to their balcony. Go back 
inside the Mushroom House and Ro will give you the “Moon Grass Seed”. 
Apparently, the seed only grows in a special spot in the Forest. 


Note: Make sure that you climb the interior ladder, to the second floor of the house, after 
the Event. Up here, you will find the “Sun Dew” — it is absolutely essential for making the 
Moon Seed grow in Territory 17 of the Wise Owl Forest. 


Well 1, 2, 5 (Water source for villagers) 


Torch: Red flame to illuminate dark night 
Stairway: Needed to climb to higher place 
Roof: Protects homes from rain 

Bucket: Scoop up water with this 


Watermill 1, 2, 3 (Watermill for grinding) 


Items: 
Torch: Red flame to illuminate dark night 
Water Wheel: Water powers its rotation 


Event: None 


Note: You can not locate the Watermills until the river is dredged, the dam is open and the 
water is flowing. Then, you can place it on the river. 


ltems required for Event: 

Torch: Red flame to illuminate dark night 

Sign: Displays names of residents and shops 

Branch: A sturdy Branch 

Ancient Baron: Matataki Village Mayor with iron mask 
Roof: Protects homes from rain 


Event: As promised, the Baron will regale you with stories so old. Of particular 
interest is the story of the mighty hunter, Fudoh. His son’s heart turned to ice 
when Fudoh disappeared five years ago. The Baron wonders how we can melt 
that ice. He also gives you a Gourd. 


@iaard’ aquired. 


Wise Owl Shop (Mr. Mustache’s local store) 


ltems required for Event: 

Torch: Red flame to illuminate dark night 
Entrance: Entrance to the Wise Owl Shop 

Mr. Mustache: Shrewd lone ow! 

Wise Owl Entrance: Entrance for Mr. Mustache 
Sign: Displays names of residents and shops 


Event: The Wise Owl Shop will open for business and Mr. Mustache will offer 
you the Wide Owl Sword — for 2,500 Gilda — but not a penny more — whoo! 


BR Wise Owl Sword” acquired. 


( 9090) S FIOUSE feacac’s home) 


Items required for event: 

Torch: Red flame to illuminate dark night 
Stairway: Needed to climb to higher place 
Sign: Displays names of residents and shops 
Cabin: Stores many things 

Laundry: Hang them under the sun to dry 
Cacao: Matataki’s minstrel. Weak health 


Event: Cacao will play you a song that speaks of the legendary hunter, Fudoh. 
Then, you get the story of how Fudoh killed the White Tiger. The rumor is that, 
five years ago, Fudoh was killed by a monster called “Killer Snake”. Then, Cacao 
will give you the “Odd Tone Flute” — it has the ability to attract snakes. 


Torch: Red flame to illuminate dark night 

Sign: Displays names of residents and shops 
Manly man with an alligator mask 

Tree: Filled with power of nature 

Bone: Bone of a mysterious giant animal 


Event: Gob is thrilled to have his house back, and now he will treat you to 
Manly cooking. Since you become full rather quickly, Gob gives you something 
for the road — the “Frozen Tuna”. 


Couscous’ House (Home of Couscous) 


Items required for event: 

Torch: Red flame to illuminate dark night 
Sign: Displays names of residents and shops 

Couscous: Mysterious creature who loves candy 
Grass: Everlasting magical grass 


Event: Couscous will offer you his already-been-slobbered-on Candy. If you 
refuse, then he will ask you if you would like a shiny stone instead (you will get 
either an Ice or Fire Attachment). If you refuse that, he will offer you the Turtle 
Shell. He will also tell you that he can offer you item storage under his butt — 
you probably wouldn't want to put that Fire there. (If you didn’t get the Candy 
from Claude in NV, then you will want to get it from Coucous now.) 


Kye SS Mo mos House (The house of old Kye & granddaughter Momo) 


ltems required for Event: 
Stairway: Needed to climb to higher place 
Sign: Displays names of residents and shops 
Cabin: Stores many things 

Momo: Strong and cute girl — admired by everyone 
Kye: Momo’s grandpa. Wears reindeer mask 

Torch: Red flame to illuminate dark night 


Event: To put it politely, grandpa Kye goes nuts on the roof of the house. 
Momo hops down and gives you the Plant Buster. 


Sake ete Lie 


The Wise Owl Forest is where you are going to find all of the Atla that you need to 
rebuild Matataki Village and to turn the water on. Head to the gate and prepare to 


enter Territory 1 of the forest. 


Territory 1: 


The Wise Owl of the forest will allow you to pass through to the next 
territory ONLY if you have one of three items in your possession: Red 
Berry, Pointy Chestnut or Shiny Stone. All three are found in each Territory 
by defeating enemies. but the Wise Owl will only like one of them. The 
one that he likes is different form Territory to Territory, so you may have to 
try them all! 


No 


Territory 4: 


This is a Limited Zone where you can only use a particular character. In this 

case, it’s Xiao’s turn. Use the same strategy as in Norune Village (or stock 

up on Repair Powder). Since the Red Berry, Pointy Chestnut and Shiny 

Stone are all potential keys to be used with the Wise Owl, a good strategy = ee 
to employ might be to try them out as you get them — one at a time. | ioe 


_No other characters are 
Ro available here. 


Territory 9: 


When you enter this area, you will find a gate with a tree stump that you can’t do anything 
with, and a cave that requires some action on your part in order to enter inside. You will be 
involved in a Duel against a couple of Werewolfs (if Toan is active), then must turn your 
attention toward the cave. By playing the Odd Tone Flute, you will attract the Killer Snake 
out of the cave. Then, you will fight him in a Duel. (You must fight as 
Toan and have the Serpent Sword equipped in order to defeat him.) 
As with the other Duels in the game, if you fail, you will be able to 
try again. When you defeat him, you will receive the "Bone 
Pendant”, and the Serpent Sword will be upgraded to an evolvable 


weapon. 
After you have Goro in your party, return to Territory 9 and you will 
discover his unique skill — he can swing a 


hammer-style weapon to activate the tree 
stub gate switches. 


No 


Another of he Limited ae This time, you must ae noe with Got Remember: 
fight as little as possible with your main goal being to make it to the exit alive. When you 
fight, make sure you use a Charge attack. 


y Terri itory 15: 


This Limited ae takes away Abs every time you attack. But, in prder to get what the 
Owl needs, fight you must — just do it sparingly! 


Xiao’s unique talent will he eet to use in the Wise Owl Forest. Any time you see these 
gaps, she’s the cat that can get you to the other side. 


ind the Mustache Key to Open Doors: 


The Mustache Key will allow entrance to other areas of the different Territories of the 
Wise Owl Forest. You can either find them in Chests, or off of a fallen enemy. 


“ings: 


On some levels, you will find pools of water that, if you walk into them, will restore your 
active character to 100% health and completely quench his/her thirst. 


) ‘The Ha appy Clown: 


This clown will appear from time to time in the large chests that normally contain new 
weapons. He will offer you a choice between a small gift and a large one. Find out what 
surprises await you! 


| Mystery Circles: 


These randomly occurring items can either hurt or help your Weapon Hit Points, Abs or 
cash flow (Gilda). Are you feeling lucky? 


scserereemeeeenenneneenne tenses esas teaneiammresansree team eatttenaseaiiameaaeeamaaaaiaanameeansaemeeneemaeaie 


From time to time in the Wise Owl Forest, you will find these docks. Just as in the Divine 
Beast Cave, if you manage to find the Sun Dew, you will be able to access these secret 
areas and load up on goodies. 


Que to @ mysterious force 
“GOO was Called. 

Ne other ciwracters are 

Waitable here. 


Se... 


‘Wout an this 4 ; 
wearun reduces Abs. Also, you 
Cay t replace weapons. 


Z  FEnemies 


Wed (60 FIP): 


Wed is a slow-moving 
troll that attacks with 
an axe in a downward 
motion. Toan can easily 
dispatch him with a few 
blows. 


Cannibal Plant (60 HP): 


These stationary 
enemies will fire a 
cloud of nasty at you if 
you get too close. 
Attack from a distance 
with Xiao. Remember: 
The closer you get, the 
more damage Xiao can 
do to the plant. 


Monday (60 HP): 


onday attacks with a 
spear and will steal your 
money if he hits you. 
Another long range 
attack is prudent here 
— with Xiao just the gal 
to do it. 


Hornet (60 HP): 


The Hornet will try to 
dive down and sting 
you when you get too 
close, and will chase 
you around. Attack 
with Xiao from a 
distance. 


SS] 


Wise Owl Forest is currently home to a number of bad apples. If 
you study their weaknesses and use the right adventurer for the 


job, you will live to fight another day. 


Thurs/Fri/Saturday (60 HP): 


These guys are boxers 
with quick attacks. 
They will also try to kick 
you or throw poison 
balls at you, so it is best 
to use Xiao and try to 
keep your distance. 


Flitli ("20 HP): 


This bouncing 
mushroom attacks with 
a puff of smoke ora 
slide attack when you 
get too close. It will 
continue to move 
toward you until 
defeated. Your best bet 
is to use Xiao. 


Tuesday (60 HP): 


Tuesday attacks with a 
poison blow dart. Use 
Xiao and keep your 
distance, moving back 
and forth as you attack. 


Sunday (60 HP): 


This troll attacks with a 
knife and is better dealt 
with from long range. 


’ Sunday 


King Prickly (63 HP): 


This enemy will attack by dropping out of the sky ona 
line. If he hits you, you will be getting closer to nap time. 
But, if you look at the 

ground, you will notice 

his shadow. Get close 

and he will drop, then 

attack with Toan. A 

couple of blows is all it 

takes. 


Mimic (90 HP): 


Like his regal big brother, Mimic works on surprise — 
springing to life from a chest that normally contains a 
useful item. Mimics are 

quick work, just don’t 

let them slap you 

around. 


Earth Digger (120 HP): 


These guys burrow around, popping up to fire a blast at 
you or, if you get too close, jumping up and chasing you. 
You really want to stay 

far away from these bad 

boys and try to shoot 

them with Xiao while 

they are below grade. 


King Mimic (150 HP): 


This guy will surprise you by springing out of large 
(weapon) chests. He attacks in a pattern where he thrusts 
then rests. A well-timed 

close range attack will 

keep him at bay. 


Haley Holey (50 HP): 


Attack with Xiao. These guys won't move a leaf until you 
get close. But, they can’t be damaged until they move. 
Get in close, attract ) 
their attention and get [iSaae = 
them flying toward you, } 
then back off while 


shooting. 


‘Hal eval ey 


Witch Illza (120 HP): 


The Witch throws poison apples and is absolutely deadly if 
you get too close. Xiao is the solution to the problem — 
shoot and move left to 

right to avoid the 


apples. 


Halloween (150 HP): 


This guy will throw fireballs at you that seriously reduce 
your health. Stay far away with Xiao and you won't have 
any problems. 


Worwait (180 HP): 


You want to keep this guy away from you, as he can inflict 
major damage up close. Once again, Xiao is the answer. 


; : =aea pas eB 
‘ : 3 saa 


In order to gain access to the Forest Guard, you must plant the Moon Grass Seed in 
the circle of dirt that is at the center of the area you first arrive at in Territory 17. 
Once planted, you must use Sun Dew to make it grow. Once it does, you can gain 
access to Master Utan’s chamber. 


He will attack by swinging at you up close, or by spitting at you from a distance. 
After he swings at you, he will get tired and will have to take a short rest. When he 
does, use Goro (give him a Stamina Potion) with his new Battle Axe to move in and 
use a 100% Speed-charged combo attack, then retreat. Some times, he will sit 
down and give you the chance to get in another blow. But, most of the time you 
will want to run away, then quickly move back in. If you do this correctly, you will 
minimize the frequency of his spitting attacks (if you are too far away, he will jump 
up and grab a mouthful of seeds from the nearest tree — it is very difficult not to 
get hit by them). After you have defeated him, he will remove the boulder that 
separates you from the exit to his chamber, then will fall asleep. You will now gain 
access to Brownboo Village. 


ARD=: 
UTAN 


Before you can actually get to Queens, a quaint seaside village populated by merchants, you have to take a 
short detour in Brownboo Village (you will return here later in the game). You are in search of the Moon Orb 


so that you can help the Moon People activate the Moon Ship — allowing you to travel to the moon. Why do 
you need to go to the moon? Your adventure continues... 


1G) 
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PURSE Soest eae 


Once you have defeated Master Utan, you will have the opportunity to visit Brownboo Village, and it will 
become part of your World Map. In the village, you will meet up with a number of 
natives (Moon People) that have no desire to talk to you. Ultimately, one will hit you 
on the head with a rock and they will make you their prisoner. Once they discover that 
you are not trying to hurt them and that you might be able to help, they take you to 
their magic crystal and tell you their story. It seems their ancestors originally sealed the 
Genie of Darkness in the magic crystal, But, the Moon People no longer possess magic 
powers — but if you go to the moon you might be able find somebody that does. That 
will have to wait... For now, they need your help in finding the Moon Orb — the 
magical sphere that allows the Moon People to control 

the Moon Ship (the craft that can take you to the 

moon) from anywhere. Apparently, someone named 

Joska went to Queens to sell moon fruit and he 

accidentally mixed up the Moon Orb with all of the 

fruit. You can’t use the Moon Ship without it, so it’s off 3 | 

to Queens (the Moon People will enter Queens on your Bit? You're tol tine us to sec tha 
World Map)! —— 


‘ have Co 40 alone 
Queens is a seaside village and Rando is at the docks — the only villager 
left in town. He owns a shop. Once you relay your story to him and tell 
him that you are searching for the Moon Orb, he tells you that it is 
possible that it is lost in the Undersea Treasury — a Shipwreck at the 
bottom of Queens Sea that most Queens merchants use as a warehouse. 
Of course, the shipwreck is overrun with monsters now. Rando will offer to 
be your guide, then will show you how to use the Turtle Submarine to 


reach the Shipwreck. 


Before you climb into the Submarine and head off for the Underground 
Treasury, you might want to stock up on supplies at Rando’s shop. He 
needs your help, but he has to charge you for supplies! 


Hi, if you need 
something. why gon’ t f fairy 
YOu buy it per es 1y 


Cede on the 


Take the Turtle Submarine to the underwater Shipwreck. When you arrive, 
go to the large hook at one end of the docking platform and ride it down 
to Deck 1 of the Shipwreck — the quest for Atla and the Moon Orb 


begins! 


At the end of the pier (by the submarine), you can cast your line in the 
ocean and give it a go. The only bait that works here are Evys and Petite 


Fish. 


Cast 
Chance Bait 
Guit 

«hat ¢No hook 


By completing the event at King’s Hideout, Ruby will join your party. This 
is a significant moment in the game, as she will become your finest warrior. 
Her long distance attacks are devastating and she rarely takes damage. You 
will want to immediately use her in combat and build up her Abs and 
Attack ability as quickly as possible. If you initiate the Jack’s Store Event 
immediately after the Ruby Event, he will give you the Platinum Ring for 
her, and Big Buck’s Hammer for Goro. 


alt 


Pity 
Boron 


Pi 


By completing the Sheriff's Office Event, you will be given a Search 
Warrant for Joker’s House. You can’t trigger the Joker’s House Event until 
you have this item in your possession. 


During the Cathedral Event, Phil will tell you to visit the Divining House 
again. Go there and Yaya will tell you the whereabouts of the man whom 
the queen loved. She will reveal a glowing object on the counter of 
Rando’s store. 


Ni ih 
has 


isisdy Moved, 


After the Cathedral Event, you will want to go to the Divining House and 

get your fortune told by Yaya again. After you ask her about the man that 

the Queen was in love with, head to Rando’s shop to retrieve the glowing 
object on the counter (he has mysteriously disappeared). You will find that 
it is the Music Box Key — the key that is required for you to exit Deck 17 —————— 
of the Shipwreck and enter the Boss battle against La Saia, the queen that & as 
was left at the altar of the Cathedral! 


aso DRS 


If you give Basker the Ointment Leaf, he will give you “Foundation”. It is a 
magical powder that can make a woman beautiful — you will need it later 
in the game. 


ies 
ie 


rs 


As you begin to rebuild Queens, some of the Atla that you find in 
the Shipwreck will be of the actual people that inhabited the 
village. Once you have released them in the Georama mode, 
you can then talk to them and find out what they need to 
rebuild their structures, and where they would like them located. 
Until you do, some of the required Atla will appear as question 
marks (?) in the Config/Assembly menu. The villagers will also, 
from time to time, have advice that can help you on your quest. 


After you have found the Atla 
that represent the people that 
live in a particular structure, you may want to come 
back to their homes/shops to see if there are any item 
chests (inside or outside) for you to discover. If you 
follow their advice, you will be rewarded with useful 
items. 


Once you have satisfied 100% of the Villagers’ requests in the 
Georama Mode, Sheriff Wilder will give you the Macho Sword. 
It belonged to his nephew in Norune Village, but he no longer 
needs it. The Macho Sword can be developed into the 7th Heaven or | a 
Chronicle Sword. The Chronicle Sword is Toan’s best weapon, with a La — Pe 
max. Attack of 260 and max. HP of 150. Break any weapon you , 
my be developing with Toan into a Synthsphere and add it to the 
Macho Sword. Concentrate on developing the Macho Sword as 
you move forward in the game. 


‘Macho Sword acquired 


i steiai2 


Queens is full of interesting people to meet and greet. Talk to them to find out their stories, and what they need and desire. Listen well, 
and fulfill their requests to complete their homes and to get aid in your quest. To check and see how the villagers are doing, go into 
Georama mode and take a look at the Georama Analysis. You are making progress if the “Request” bar is working toward 100% completion. 


Sam is the assistant to Sheriff Wilder. Although he really doesn’t know what will happen 
after you have rebuilt the Sheriff's Office, he wants you to place his patrol bicycle outside. 


No. 


The Sheriff needs to keep an eye on the King (Hint: Locate the entrance to the Sheriff's 
Office so that it faces the side of King’s house with the car port). He needs at least two 
prison cells in order to deal with crime in Queens. 


Z 


Jack owns a weapon shop. He thinks that it would be convenient for him to be near the 
Watery (Hint: Suzy’s Store). He also would like to have Shades and a Chimney. 


? 


King wants to know if it is OK to drive his deluxe car over dirt (Hint: Drop a few road tiles 


in front of the car). He wants to make sure that you don’t forget his car when rebuilding 
the village. 


Stew is a lackey for King and, as such, doesn’t have much to say. He does, however, need 
some sort of lamp. 


Z 


When Lana appears on the scene, you immediately ask her about the Moon Orb. She 
recalls a pretty sphere that was mixed in with her fruit. Apparently, she gave it to 
somebody in the marketplace, but she can’t remember who. She worries about her son, 
Jake, because he is always hanging out with Mr. King, so she would like her shop located 
close to Mr. King’s. One more thing: she needs 3 fruit Pushcarts. 


The Joker is a man of mystery that does not appear until you take a Search Warrant to his 
house. You will find that he, too, is after the Moon Orb. He also wants nothing to do 


with Sheriff Wilder. It would seem to make sense to locate his house as far away from the 
Sheriff's Office as possible. 


)2 
Ro 


Ruty runs a fish store. She needs her business to be located close to the port so that she 
can get fish to her shop faster. She also needs three fish baskets to open for business. 


Ro 


Suzy is a shop owner that would like her business located close to the Fountain. She sells 
water, so she needs Kegs and Urns. 


Yaya is the town fortune teller. It seems the white snake living in the Divining House likes 
to see the rising sun (Hint: The entrance should face away from the aquifer running 


through the middle of town). But, she needs to get the snake first. 
Z 


Phil is a servant of God and the priest for the Cathedral. It seems the Leaning Tower is a 
source of sacred power. It would be good if the Cathedral could be located close to it. In 
addition, Phil would like the Cathedral facing the ocean, and he needs an emblem. 


Jake is “with” Mr. King... Hmmm — not that there is anything wrong with that! While his 


boss needs to decide most everything, he can tell you that he needs a Sunshade. 
9 


Like some other merchants in Queens, Basker will only open for business during daylight 
hours. He thinks that having his business in a higher place brings more business, and he 
needs a second floor. 


No 
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In order to restore Queens, you must rebuild it from the Atla that you discover in the Shipwreck. You will not be able to travel to the next 
area until you completely rebuild Queens. The following is a complete listing of everything you will need to find to restore the village, and 
to trigger Events that will help you in your quest. If you go to your menu screen and select “Georama Analysis”, you will be able to see how 
you are doing. 


b 
Jack S (A variety of weapons are sold here) 


Chimney: Releases smoke of fireplaces 

Sign: Plate with letters and drawings 

Lamp: Essential light to pass the night 

Jack: Knife-wielding weapon shop keeper 
Sunshade: Cool place to escape the sun 
Annex Room: A room separate from the store 


Event: The Event in Jack’s Store can only occur during daylight hours. Jack's 
weapon shop will now be open for business. Do not initiate the Jack’s Store 
Event until AFTER Ruby has joined your party. This way, you will get a FREE 
Platinum Ring for Ruby, and Big Buck’s Hammer for Goro. 


Fou ntain (Place for everyone to relax) 


Water's Surface: Glistening and sparkling 
Spout: Water spouts out from this 
Pillar: Sturdy Pillar also serves as a lantern 


Sheriff's Office (Keeps order in the town) 


Sam: Boy. Wilder's deputy 
Wilder: Righteous sheriff with great mustache 
Prison: Criminals are held here 

Prison: Criminals are held here 

Sign: Plate with letters and drawings 

Bicycle: Let's go patrol on this! 


Event: The Sheriff's Office is now in operation and the town’s safety is in good 
hands. Wilder tells you that he will be at your service and that, should you run 
into any problems, you can always come to him. But, he knows nothing of the 
Moon Orb, but thinks that the Joker might. Apparently, the reason that you 
can’t make the Joker’s House Event happen is because the Joker is out and 
about, looking for a rare crystal. The Sheriff tells you to go seek out the Joker. 
He will give you the Search Warrant so that you can get the Joker to open his 
door. 


Joker’s (Mysterious crystal shop) 


Chimney: Releases smoke of fireplaces 
Sign: Plate with letters and drawings 
Sunshade: Cool place to escape the sun 
Lamp: Essential light to pass the night 
Joker: Shady owner of the crystal store 


Event: Once you have the Search Warrant in-hand, you can trigger the Joker’s 
House Event. The Joker can’t believe that you are wasting your time looking for 
the Moon Orb. He is after the Lifesphere. With it, you can acquire eternal life, 
and he believes that it is somewhere in Queens — and that it and the Moon 
Orb are one in the same. He will open his shop to you, where you can buy 
attack items and Attachments. 


Cathedral (A lonely air about it) 


Hat Shaped Roof: Round roof 
Phil: A handsome boy who manages the Cathedral 
Mark: Heralds a sacred heirloom 

Torch: Red flame to illuminate darkness 


Event: Phil presents you with Holy, and tells you of the “Curse of the 
Cathedral”. The story of why there are no weddings at the Cathedral is told. 

Then, Phil tells you to visit the Divining House. Make sure you look around the 
Cathedral after the Event — you will find a Chest that contains a Pocket. 


King: Rich man aspiring to be mayor 
Stew: King’s follower. Quick-witted 
Jake: King’s follower. Strong 
Sunshade: Cool place to escape the sun 
Lamp: Essential light to pass the night 
Car: A very unusual vehicle 


Event: The King doesn’t really want to give you anything for restoring his 
house, but feels that he must. And, what a gift it is — Ruby — a beautiful genie 
that appears from King’s lamp. She will now become an ally and join your party. 


Ruty 's Store (Fresh fish store) 


Pushcart (fish): A bit fishy 
Pushcart (fish): A bit fishy 
Pushcart (fish): A bit fishy 
Ruty: Fish store keeper. Peppy & bouncy 


Event: Ruty opens her store for business and gives you a Flapping Fish and some 
Ice to keep it cold. Flapping Fish are the “keys” to access the Backfloors of the 
Shipwreck. This makes the Shipwreck the best place to evolve your weapons, as 
you can have virtually unlimited access to the goodies that await in the 
Shpiwreck Backfloors. 


Suzy s Store (Sells refreshing water) 


Suzy: Goofy girl from the water shop 
Urn: Its use is not clearly known 
Lamp: Essential light to pass night 
Keg: Hmm... what could be in here? 
Pushcart: Cart loaded with goods 


Event: Suzy opens her water shop, but she is not quite sure about the name. To 
show you her appreciation, she gives you some Premium Water. Her inventory 
will change depending upon what name you give her shop. Try “Fighting 
Watery” — this will get her to sell Stamina Potions. 


 Preniun Water” acaui 


Leaning lower (Danger. Do not enter) 


Tower 2nd Floor: 2nd floor of the Leaning Tower 
Tower 3rd Floor: 3rd floor of the Leaning Tower 


Basker’s (Wholesale store for merchants) 


Chimney: Releases smoke of fireplaces 
Sunshade: Cool place to escape the sun 
Lamp: Essential light to pass the night 

Sign: Plate with letters and drawings 

Basker: Boss of the merchants. Loves rare items 
Second Floor: Makes a house more spacious 


Event: Apparently, Basker is more of a trader than a merchant. He asks if you 
have any plants from which you can make herbal medicine. Like, Jack, he is not 
open for business in the evenings. He will store Items for you. 


7 
Lana S (Filled with the smell of sweet fruit) 


Pushcart (fruit): Filled with ripe fruits 
Pushcart (fruit): Filled with ripe fruits 
Lana: Easy-going woman from the fruit store 
Pushcart (fruit): Filled with ripe fruits 


Event: Lana will open her store and present you with a Gooey Peach. After 


having your fortune read by Yaya, return here for an additional cut scene with 
Lana. 


Divining House (Yaya‘s house of fortune telling) 


Sign: Plate with letters and drawings 
Yaya: Town's famous fortune teller 
Snake: An eerie little ornament 


Event: Yaya tells you that she will give you your fortune for free. Return to her 
and ask her about the Moon Orb and the Genie of Darkness. She will... Uh... 
Well, redefine the term “fortune telling”. You will find the fruit merchant 
looking at some strange ball and carrying it away somewhere. Then, when you 
ask her about the Genie of Darkness, you will find out that he is planning to 
destroy another town. 


- 


Missi, Bist la 


The Shipwreck is where you are going to find all of the Atla that you need to rebuild 
Queens. 


In Deck 1, you will want to get familiar with the combat environments 
particular to the Shipwreck. The key thing to learn here is to find the 
Hook in order to exit to the next Deck. 


Deck 5 is a Limited Zone, but it is only limiting you to using Xiao — the 
combatant of choice at this point in the game. 


Due to a mysterious force. 


. CT as called 
? : No other characters are 
Wo, > 4 x available her 
OSIRIA: 


Deck 6 is one of those combat areas where you get thirsty. Make sure you 
visit Rando and get some water before you dive under the sea. 


aa se serio eo emia se 


Due to a mysterious force. 


5 on this floor, you oe thirsty. 
E page ne me fs ‘ 9 cif 5 


This Limited Zone takes away Abs every time you attack. Fight you must — 
just do it sparingly! 


Wont On this floor, using a 
weapon reduces Abs. Also. you 
can t replace weapons. 


When you begin this Deck, a Captain, Corcea and a Pirate’s Chariot will 
attack as the level begins. This would be a good opportunity to begin using 
Ruby. Take care of them to get the Hook, then use Ruby (with the Fire- 
based Gold Ring as her active weapon) to open the gem door so that you 
nay exit the Deck. 


hd 


A Limited Zone where you get thirsty a lot faster — make sure to get some 
H2O from Rando and visit any underground spring that you might find. 


4 “Que to amysterious force 
: 2 4g on this floor. you cet thirsty 


Deck 12: 


A Limited Zone where you must use Ruby for the entire level (but who 
wouldn’t want to?). 


Due to a mysterious forc 


| ae Ruby was called. 
2 No other characters are 


In order to exit Deck 17 and trigger the Boss battle, you will need to have 
the Music Box Key in your possession so that you can open the box. When 
you come through here the first time, you probably won't have the key, so 
you will need to use Escape Powder (or give up half your $$ if you have 
not defeated all of the enemies on Deck 17) to get back to Queens. 


No. 


Xiao’s unique talent will be put to use in the Shipwreck. Any time you see 
these blades, she’s the cat that can get you to the other side. 


ow 


Find the Ship Cabin Key to Open Doors: 


The Ship Cabin Key will allow entrance to other areas of the different 
decks of the Shipwreck. You can either find them in Chests, or off of a 


fallen enemy. 


Bs 
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Switch—based Doors 


Of course, no combat area would be complete without a few switch- 
controlled doors. Goro, as always, is the only guy that can make this 
contraption work. 


ys. 
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Gem-based Doors 


These doors can only be opened by Ruby. They are Attribute-sensitive — 
meaning that you must have the required base (Fire, Ice, Thunder, Wind or 
Holy) active on your current weapon to open the door. For example: If 
the gem switch is purple, then you will need to make the Holy base active 
— if it is red, then your weapon will need to be Fire-based. Then, go into 


. first-person mode to aim and fire a blast at the gem switch. 


Get the Hook 


The exit for each Deck is a dumbwaiter-style device that is activated by a 
Hook. The Hook can be taken off of a fallen enemy and used at the 
“elevator” to gain access to the next Deck, or to leave the Shipwreck. 


Bs 


Underground Springs: 


On some levels, you will find pools of water that, if you walk into them, 
will restore your active character to 100% health and completely quench 


his/her thirst. 


Bs 


Mystery Circles: 


These randomly occurring items can either hurt or help your Weapon Hit 
Points, Abs or cash flow (Gilda). Are you feeling lucky? 


Bhs. 


Backfloors: 


From time to time in the Shipwreck, you will find these metal grates next 
to water. Just as in the Divine Beast Cave and Wise Owl Forest, if you 
manage to find the “key” (Flapping Fish), you will be able to access a 
secret area and load up on goodies. Since you can buy Flapping Fish in 
town (as well as the Ice to keep them cool), the Shipwreck is ideal for 


weapons building. 


Gunny is a slow-moving crab that will get you in its 
pinchers if you get too close. Use Xiao or Ruby and keep 
your distance. 


This plant will fire an almost continuous stream of smoke 
balls at you. Stay far, far away and use Xiao (or Ruby), 
strafing back and forth to avoid the clouds of dust. If you 
want to see something 

really cool, try drawing 

another enemy into the 

path of the dust cloud 

and watch IT take the 

hit! 
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This frozen baddie will attempt to fire ice balls at you. 
Again, stay away, move back and forth and attack with 
Xiao/Ruby. He is also impervious to Ice-based attacks. 


The Shipwreck throws a number of bad guys at you, and they are a little 
more difficult to take care of than in the previous villages. But, take 
note of their strengths and weaknesses and you will be mowing ‘em 
down in nothing flat. 


| Corcea is a skeleton with blades in both hands. If 
|| Xiao/Ruby keeps her distance, he will go down quickly. 


Huh! 


This floating fish is deadly Bs firing a cloud of death your 
way, as well as trying to spear you up close. Stay far, far 
away and use Xiao or Ruby. 


This dastardly buccaneer carries a short sword in each hand 
— the better to slice and dice you with. Keep your 
distance and make use of Xiao/Ruby and you'll have no 
problem. 
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Mimic (150 HP): King Mimic (300 HP): 


Like his regal big brother, Mimic works on surprise — This guy will surprise you by springing out of large 
springing to life from a chest that normally contains a (weapon) chests. He attacks in a pattern where he thrusts 
useful item. Mimics are quick work, just don’t let them then rests. A well-timed close range attack will keep him 
slap you around. at bay. 


deceitful ‘guy as a bed guy! 


Auntie Medu (300 HP): 


Auntie is a nasty beast that will fire energy balls at you 
from her enchanted scepter. She will also take swipes at 
you with it should you get too close. Stay away and use 
Ruby to take care of 

her. 


Pirate’s Chariot (270 HP): Mask of Prajna (375 HP): 


This un-manned canon will fire at you quickly, and often. || This baddie will fire some green goo your way. It’s close-up 
If you have her, you will want to make use of Ruby from a_ |} attack involves a nasty fan attack (which it also uses to 
distance. Also, make use of columns in the rooms to hide defend). Back off, wait Prajna to drop the fan, then fire 
behind. Wait for the away with Ruby and it 

Chariot to fire, then IRIS WAVE will be easy-peasy. 

peek out and fire a = Ory 

blast back at it. This 

enemy Is a great source 

for Metal Breakers. Use 

Bombs or other Active 

Items to defeat them 

and get the goods. 


Once you open the Music Box with the Music Box Key on Deck 17, La Saia, the queen that 
committed suicide after being left at the alter of the Cathedral by her lover many years ago, 
will appear in the Church of Memory, prepared to take you on in battle. In order to defeat 
her, you will have to use weapons that have the best Fire attributes. First, 
you must attack her up-close with Toan or Goro. Then, once 
her defenses are down, use Ruby with repeated attacks. 
Repeat this strategy until La Saia is defeated. You will want to 
have as much food and Stamina Drink on hand as possible, as she will attack and defend relentlessly. 
Use your Stamina Drink for your up-close attackers, moving in while trying to avoid her attacks that will 
freeze you in place. Once they've got her defenseless, switch to Ruby and make La Saia pay with a series of Fire- 
based blasts. When Ruby is active, you should be able to get 3-5 shots at La Saia before she gets her guard back up. One more 
thing: Don't forget that you can replenish your health while frozen — this little tidbit of knowledge will come in handy! 
\ After you have defeated La Saia, Rando will appear — it turns out that he was her long-lost lover! And, he gives you the 


* Moon Orb... Yes! He may have used you to win back Saia’s heart, but you got the goods! Now that you have the Moon 
Orb, you can return to Brownboo Village. 


Once the villager activates the Moon Orb, a giant beam of light will shoot from the 
tower, up through the night sky. It will connect to a building in a far-off desert town. 
But, the Moon Ship does not react to the Orb. The folks in Brownboo believe that 
something may have gone wrong at the “Sun/Moon Temple”, a sacred place where 
the Moon King is buried. Goro will enter the room and urge you to head off and 


find the temple. The Moon Ship is stored at the very end, inside the temple. Theo will join you on your journey 
and enter the location of the temple on your map. 
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You will approach the temple, only to be pulled aside by a man standing guard. It : aes 
seems that Muska Lacka, a village near the temple, was also attacked by the Genie of icsscaeenbiiaiaianss 
Darkness. This desert warrior, who goes by the name of “Ungaga”, will now join your 


party and you can name him. But, Ungaga has lost all confidence and Theo must help him regain his confidence 
before he will join the party. 


i, Unsaaes 


» Muska Lacka 


Ungaga and Theo will stay outside as you venture inside the Sun/Moon Temple. For now, it is up to Toan, Xiao. 
Goro and Ruby to get the job done. Let us move deep inside the temple... 


Enter Sun/Moon Temple 


Things begin a little differently in Chapter 4, as you immediately are 
thrown into battle in the Sun/Moon Temple, and Ungaga is not part of 
the team... Yet. As you enter into combat in the temple, make Ruby your 
active character. 


Enter Muska Lacka 


After you have battled through the first Level of Sun/Moon Temple, the 
village of Muska Lacka awaits. Enter under the large rock arch. The village 
will now be entered on your World Map. 


Travel for Supplies 


When you first begin to rebuild Muska Lacka, there will be no shop , ee 
available to you. Consult your World Map and head back to one of the ear 
previous villages to get whatever you need. Saves 


Once you rebuild the Oasis, you can cast your line in the water and fish to 
your heart's content. The Baron Garayan, the older cousin of Mardan 
Garayan, will sometimes swim in the pond late at night. Look for a bigger 
fish than the rest, throw in a Potato Cake, and give it your best. 


Once you have restored Brooke’s House, you will be able to shop there as 
well. 


ahich one 


By completing the event at the 3 Sisters’ House, Ungaga will join your 

party. Outside the 3 Sisters’ House, Theo will say his goodbyes and tell you 

about the Sun Signet, which is kept by Sand Warriors, and the Moon : 

Signet, which Theo’s Moon People are in control of. The Sun Signet has em pen re by sad wart ors 
been handed down from village chief to village chief. The Moon Signet is . 

no also in the hands of the Sand Warriors. You need both of these to enter 

the last chamber of the Sun/Moon Temple. 


4 
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Each of the taces has its corresponding 
totemPoie and when we make Cham face 
Gath other, we can protect houses 

fran sonsters. 
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The Chief will tell you that the Pole Guardian tradition that everyone in 
the village seems to be talking about means that you need to make sure 
that all of the houses have an ornament of a big face (every house will 
require a Mini-Totem Pole), and that all the structures are placed so that 
they face each other and are oriented around the three Totem Poles. 
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Sure, you are more than familiar with the INSIDE of the Sun/Moon 
Temple, but don’t forget about the outside area. When you exit the inside 


of the Temple, check around the exterior. There may be a few chests lying 
around. 


As you begin to rebuild Muska Lacka, some of the Atla that you find in the 


Sun/Moon Temple will be of the actual people that inhabited the village. 
Once you have released them in the Georama mode, you can then talk to 
them and find out what they need to rebuild their structures, and where 
they would like them located. Until you do, some of the required Atla will @% 
appear as question marks (?) in the Config/Assembly menu. The villagers ee eae Fleer 
will also, from time to time, have advice that can help you on your quest. 


Hey! 


After you have found the Atla that represent the people that live in a 
particular structure, you may want to come back to their homes/shops to 
see if there are any item chests (inside or outside) for you to discover. If 
you follow their advice, you will be rewarded with useful items. 


In order to keep the custom of the Pole Guardian, you must locate the houses around the three Totem Poles (A, 
B and C). Each of the three poles features three faces. These nine faces match the nine Mini-Totem Poles found 
in front of each of the houses (including the building that already exists (and is immoveable) in Muska Lacka 
when you first arrive in town). You need to arrange the houses in groups of three around the Totem Poles, with 
each house facing its corresponding face in the Totem Pole. 


Around Totem Pole A, you will want to group the POW Cabin, the Chief’s House, and Toto’s House. 


Around Totem Pole B, it’s Brooke’s House, Zabo’s House, and 
the 3 Sisters’ House. 


Finally, Totem Pole C is surrounded by the village’s existing 
structure, Enga’s House and Jibubu’s House. 


Oh, and don't forget that the 3 Sisters’ 
House needs to be next to the Oasis... 


and the Chief’s House needs to be 
next to the entrance to the Temple. 


Once you satisfy 100% of the villagers’ sis Moe 


requests, the Chief will present Ungaga 
with the Mirage, and will give you a 
Diamond. 


NIH 
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After you have completed the Jibubu’s House Event, give him the 
Foundation that you received from Basker in Queens (in exchange for the 
Ointment Leaf), he will give you the Clay Doll. You will make use of this 
item later. This will only occur if Jibubu is inside his house when you speak 
with him. 


Muska Lacka is full of interesting people to meet and greet. Talk to them to find out their stories, and what they need and 
desire. Listen well, and fulfill their requests to complete their homes and to get aid in your quest. To check and see how the 


villagers are doing, go into Georama mode and take a look at the Georama Analysis. You are making progress if the “Request” 
bar is working toward 100% completion. 


Brooke 


Brooke is a warrior. He would like the Pole Guardian and a storage cabin, because he has 
many things to stash there. 
ww 2 


He wants you to keep the custom of the Pole Guardian — you should ask the Chief about 
the details. He also needs some hay. 


y 
No 


Mikara 


Mikara is one of the 3 Sisters. She would like it if their home was located close to the 
Oasis. She, too, would like you to keep the tradition of the Pole Guardian. 


Nagita is the eldest of the 3 Sisters, and the meanest. She would also like to be close to 
the Oasis, and she needs a case for odds and ends. 


The middle sister, Devia wants to remind you of the Oasis and Guardian Pole, and she 
needs some storage space. 


yp 


Chief Bonka 


The village Chief would like her home located close to the entrance to the Temple, and 
for all the houses in the village to face each other. (She won't talk to you until you 
complete her house. Even then, she will only talk to you at night. 


Bs. 


Zabo wants you to take care of the Pole Guardian — when the poles face each other, be 
careful that the axis doesn’t shift. He also wants a shade made of hay and a pole. 


Mo. 


Gron is a lowly prisoner that just wants to see the sun rise. Oh, and he’d also like a sign. 


Gh» 


Enga is just an old guy that would like you to keep the tradition of the pole, and he needs 
a hay roof. 


Bes 


Gosuke is Toto’s Golem, and he’s as dumb as a rock. Although he doesn’t know much, he 
does know that he needs a knob. 


)o 
No. 
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In order to restore Muska Lacka, you must rebuild it from the Atla that you discover in the Sun/Moon Templ °&( 
You will not be able to travel to the next area until you completely rebuild Muska Lacka. The following is a 
complete listing of everything you will need to find to restore the village, and to trigger Events that will help 
you in your quest. If you go to your menu screen and select “Georama Analysis”, you will be able to see how 
you are doing. 
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Brooke's House (House of Brooke) 


Mini Totem Pole: Placed in front of houses 
Hay: A bale of hay 

Brooke: One-eyed warrior with a strong heart 
Cabin: Stores a variety of items 


Event: Brooke will tell Toan that he is the son of the warrior, Aga. In revealing 
his father’s story to him, Brooke tells Toan that his father was on a journey to 
find an amazing treasure. When he came back to Muska Lacka, he left a Golem 
called Gosuke. And, he left a tip for Toan as to how to beat the Genie of 
| Darkness. Then, Brooke will give you an Attack +3 weapon attachment. He will 
also open up his supply shop to you. 


Jibubu’s House (House of Jibubu) 


Cabin: Stores a variety of items 
Stairway: Required to climb up to higher places 
Jibubu: Believes he’s handsome 


Mini Totem Pole: Placed in front of houses 
Hay: A bale of hay 


Event: Jibubu will jump down from the roof of his house, where he was 
screaming at the night sky, and invite you inside. He will then present you with 
the Fruit of Eden. 


The 4 Sisters’ House (House of Nagita, Devia and Mikara) 


Nagita: The belle of Muska but mean. Eldest 
Devia: Middle child of the three sisters 
Mikara: Homely but kind.The youngest sister 
Mini Totem Pole: Placed in front of houses 


Cabin: Stores a variety of items 
Odds & Ends: A variety of small odds and ends 


Event: When you complete the 3 Sisters’ House, Ungaga will appear and he 
and his precious Mikara will reunite, and you get the story of their relationship. 
Then, Ungaga will tell you that he is ready to join you in battle within the walls 
of the Sun/Moon Temple. 


Prisoner Cabin (Cell for prisoners) 


Mini Totem Pole: Placed in front of houses 
Stairway: Required to climb up to higher places 
Gron: Prisoner of war 

Sign: Sign for residences 


Event: Ungaga appears at Gron’s cell and tells Toan that Gron is a Scorpion 
Warrior, enemy to the Sand Warriors. After making fun of him, Ungaga tears off 
the bars from Gron’s cell and puts the fear of God in him. 


Mini Totem Pole: Placed in front of houses 
Cabin: Stores a variety of items 


Cabin: Stores a variety of items 
Chief Bonka: Muska Lacka’s Chief. Hates outsiders 


Event: The Chief questions your desire to remove the Moon Ship from the Temple. 
She speaks of a noble king, Bamilumba Hamolumba, that rests there. She also says 
that she can’t give a Signet to just anyone and tells you to come back some other 
time. Just as she says this, Ungaga enters the room and tells the Chief that she can 
trust you. She then tells you that, in order to reach the last room (where the Moon 
Ship is stored), you must go through the king’s room. To enter the king's room, you 
need both Signets. Both Signets are in Muska Lacka — Zabo and Enga each have 
one — and the Chief will tell them to expect you. Lastly, the Chief tells you that 
she once knew a man with the same sparkling eyes as you. Check back here after 
completing Level 13 of the Temple. You will find a chest containing a Pocket. 


Zab & FIOUSE (House of Zabo) 


Zabo: A boy with a gentle heart 
Roof: Protects from the hot sun 
Hay: A bale of hay 


Mini Totem Pole: Placed in front of houses 
Odds & Ends: A variety of small odds and ends 


<. Event: Zabo gives you the Moon Signet (after you've completed the Chief's 
House event and spoken with her) and tells you that the Sun/Moon Temple is 
dangerous — thanks for the news flash ‘bo! He will also tell you of the on- 
going struggle between the Sand Warriors and the Scorpion Warriors, and he will 
give you the Double Impact Slingshot. 


tee 


lotem Pole A, B : ‘S (Very important. Village guardian) 


Totem Pole 2nd Head: A pole with a human face 
Totem Pole 3rd Head: A pole that represents animals 
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Tree: Tree with large fruits 
Tree: Tree with large fruits 
Tree: Tree with large fruits 


Enga’s House (House of old Enga) 


Enga: The old former Chief. Still going strong 
Stairway: Required to climb up to higher places 
Stairway Roof: Roof for the stairway 

Mini Totem Pole: Placed in front of houses 
Hay: A bale of hay 

Roof: Protects from the hot sun 


Event: Enga will give you the Sun Signet (after you've completed the Chief's 
House event and spoken with her) and tell you that he is sure that you can 
stand up to the Genie of Darkness. But, wait... That’s not all! He will also give 
you the Buster Sword — an extremely fine weapon! He will also let you store 
stuff at his house. 


fas fa 


Toto’s House (House of Toto and Gosuke the golem) 
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Toto: Boy who lives with Gosuke 
Gosuke: Stone Golem. Very old 
Odds & Ends: A variety of small odds and ends 


Handle: Where could this Handle go? 
Mini Totem Pole: Placed in front of houses 


Event: [oto tells Toan that something is wrong with Gosuke. Gosuke says that it 
is time to say goodbye and that his mission must now begin. He must give up the 


treasure that is inside of him. Toan is the one that was destined to receive the 
treasure — the Sun Sword! 


The Sun/Moon Temple is where you are going to find all of the Atla that you need to 
rebuild Muska Lacka. 


Level 1: 


In Level 1, you will want to get familiar with the combat environments 
particular to the Sun/Moon Temple. The important thing to learn here is 
to find the King’s Slate in order to exit to the next Level, and to recognize 
the fact that Level 1 is a Limited Zone where you get thirsty a lot faster. 


atau ired. 


No. 


Level 5 is a Limited Zone, but it is only limiting you to using Goro. Try to 
keep your conflict to a minimum and get the King’s Slate, then get out! 
“Big Buck's” ability might come in handy. 
Z A 8 | Due to a mysterious force, 
N9- OF 7S a other characters are 
: : aailabie here. 


You must use Ungaga to gain entrance to the Level. Two giant Golems 
will defend an opening protected by a thick, black cloud of smoke. 
Use Ruby to defeat them, then switch to Ungaga and discover his 
special skill — he has the ability to blow the dark cloud out of the opening — 
clearing it so that you can proceed. Use the Tornado Spin to get rid of the cloud. 


)2 
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Level 1: 


A Limited Zone where you get thirsty a lot faster — make sure to get some 
H2O from Brooke and visit any underground spring that you might find. 


ay : Due to a mysterious force. 
> | ieee tioor, you set thirsty 


Level 13: 


This Limited Zone requires that you make exclusive use of Ungaga. Since 
he probably won't be very combat ready at this point, try to fight as little 
as possible and get the King’s Slate. 


Que to a mysterious force 


os Ungega was called. 
qa No other characters are 
No, Se pene : aailabie here 
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Use Xiao to Jump the Gaps: 


Xiao’s unique talent will be put to use in the Sun/Moon Temple. Any time 
you see these gaps, she’s the cat that can get you to the other side. 
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The exit for each Layer is a large pair of doors that is opened by the King’s 
Slate. The King’s Slate can be taken off of a fallen enemy and used at the 
doors to gain access to the next combat Level, or to leave the Sun/Moon 
Temple. 
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The Stone Key will allow entrance to other areas of the different layers of 
the Sun/Moon Temple. You can either find them in Chests, or off of a 
fallen enemy. 


Switch—-based Doors 


Of course, no combat area would be complete without a few switch- 
controlled doors. Goro, as always, is the only guy that can make this 
contraption work. 
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Gem-based Doors CY Sse, 


These doors can only be opened by Ruby. They are Attribute-sensitive — 
meaning that you must have the required base (Fire, Ice, Thunder, Wind or 
Holy) active on your current weapon to open the door. For example: If 
the gem switch is purple, then you will need to make the Holy base active 
— if it is red, then your weapon will need to be Fire-based. Then, go into 
first-person mode to aim and fire a blast at the gem switch. 


Bs 


These can only be cleared by Ungaga. Use his Tornado Spin to blow out all 
of the smoke and make your way through the clear opening. 


On some levels, you will find pools of water that, if you walk into them, 
will restore your active character to 100% health and completely quench 
his/her thirst. 
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These randomly occurring items can either hurt or help your Weapon Hit 
Points, Abs and cash flow (Gilda). Are you feeling lucky? 


)e 
NO. 


The Happy Clown: © 


This clown will appear from time to time in the large chests that normally 
contain new weapons. He will offer you a choice between a small gift and 
a large one. Find out what surprises await you! 
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Backfloors: 


From time to time in the Sun/Moon Temple, you will find these sun 
doors at the top of a set of stairs. Just as in the Divine Beast Cave, 
Wise Owl Forest, etc., if you manage to find the Secret Path Key, you 
will be able to access a secret area and load up on goodies. It’s very 
difficult to find, so you won't make it back here too often. 
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Sun/Moon Temple throws a number of new bad guys at you, and they 
are a little more difficult to take care of than in the previous villages. 
But, take note of their strengths and weaknesses and you will be 
mowing ‘em down in nothing flat. 
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The Phantom is the Sun/Moon version of the winged The Mummy i is a slow-mover that will quickly fall victim | 
creatures found in previous combat areas. With Ruby in to Ruby’s rings. Although he has a sword, you should | 


charge, it poses no special threat. But, if it attacks, it can 
poison you. 


rarely see him get a chance to use it. At times, the 
Mummy will look like 
he is dead, only to 
spring back to life. He 
will require a few more 
hits when this occurs. 
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He looks like his name. Don’ t get too oie to this guy, || This ize, slow, plodding monster is made entirely of 


because every time you attack, he swings back. In 
addition, he explodes when you defeat him. Ruby (from a 
distance) will do just 
fine against blast-brains. 


stone. He attacks only when you are in close range. He 
will also pound the ground when you attack him, causing 
an energy circle to 
emanate from his 
center. Stay far away 
with Ruby and let the 
energy balls fly! 
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Mr. BI lare e (295 | HP); 

This baddie is on fire (and Fire will have no effect on him 
— try Ice) and will attempt to share a few hot blasts with 
you. Again, stay away, move back and forth and attack 
with Ruby. But, not too 
far away or he will 
block all of your 
attacks. 


.. euys 2 are ae ly diay oy Rube Stay away from 
| their pinchers and let them have it from long distance. 
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This moving sand monster will keep moving toward you as_ || Like his regal big brother, Mimic works on surprise — 
you attack. Just stay away, avoiding his sand thruster that __ || springing to life from a chest that normally contains a 
comes out of the ground when you get too close, and || useful item. Mimics are quick work, just don’t let them 
attack with Ruby. || slap you around. 


Reaat 


This euy will surprise you by springing out of large 
(weapon) chests. He attacks in a pattern where he thrusts 
then rests. A series of long-range attacks will keep him at 
bay. 
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The Blue Dragon is slow and fires blue energy balls at you. 
Keep your distance with Ruby and move back and forth, 
avoiding the blasts. 


The Steel Giant attacks just like the Golem, only with 
more power. Have Ruby stay far from him and fire at will. 
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Level 18 (Coffin’s Ch 


You must first place both the Sun and Moon Signets in their slots on opposite sides of the doors 
that lead to Coffin’s Chamber. When you enter the Chamber, the Coffin will  gyggppeereppcens 

open and the King’s Curse, a thick, black wall of smoke in the shape of aman, f ay 
will be released. Attack with Ungaga (make sure that you are using a Stamina 

Potion). You must first defend by using his Charge attack, spinning his weapon 
(equip the “Mirage”) so that the smoke gets blown away — this will expose the 
Coffin. Then, attack the Coffin with a quick blow or, if you can quickly move 

into position, a full-speed attack. Repeat this procedure until the King’s Curse 
is no more. Then, a secret passage will open at the top of the stairs — allowing 
you to exit the Coffin’s Chamber. 
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King’ s-Curse 
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In the next area, you will find a huge ship — the Moon Ship! You must then master a Duel-style event to jump 
on board as the Temple collapses around you. A cut-scene will follow that will have you flying off to your next 
stop on the adventure trail — Yellow Drops! 
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Brownboo Village isn’t the only place where you will find the Moon People. They reside in Yellow Drops and, i 
in order for you to rebuild the Sun Giant in the Moon Factory, you will need to enter into combat on the : 
Moon Sea. 


When you first enter Yellow Drops, seek out Marnia and he will tell you 
that he is a collector of treasures. Give him the Clay Doll that you received 
from Jibubu in Muska Lacka and he will give you the Sun weapon 
Attachment. This is a one-of-a-kind item that boosts Attack and all 
elemental attributes by +10, and all monster bases by +3. 


At the end of a path in Yellow Drops marked by a glowing symbol, you 
will find Limbo. He will tell you that you need gun powder to use the 
cannon that moves around the Moon Sea Craters. He thinks that one of 
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the monsters may have it. : ht oak 


{ know ail about weapons. 
50 listen up! 
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Jive knows all about weapons and can tell you how to upgrade your Sun 


Sword. He says to increase its original anti-bases evenly, and then all five of 
the attributes up to the necessary level. 


Pis the check-in counter open? 


Inside one of the structures in Yellow Drops, you will find Samba, he runs 
the Check-in Counter and will gladly store anything you ask him to. 


Enter the large circular building in the middle of town. Ledan will appear 

and tell you about their Factory. He will tell you of the “Sealing Technique” 

and that there is nothing that you can’t make in this factory. Unfortunately, 

the Boss isn’t in right now, as he has entered a contest at the Coliseum — 

straight ahead, past the Moon Sea. He will then take you to the entrance to the Moon 
Sea (where you found Limbo) and tell you to beware the monsters found there. By 
speaking with Ledan, the village shops will now open for business. 


Ledan will appear inside the building in front of which stands Jive. 
carries all of the usual stuff that you've come to rely on. 


After stocking-up on supplies, head through the gate opened by Ledan and 
you are on your way to the Moon Sea to tackle the worst the bad guys can 
dish out. 


As you begin to retrieve the Atla that represents the parts of the Sun Giant, 
you will find that chests begin to appear around the floor of the Moon 
Factory. 


After you have found the Atla that represents the various parts of the Sun 
Giant, you may want to re-enter the structures in Yellow Drops and check 
the streets to see if there are any item chests (inside or outside) for you to 
discover. 
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Yellow Drops is not like previous villages in the game, as there are not a whole lot of Moon People to talk to, with the 
exception of those noted earlier. But, when rebuilding the Sun Giant in the Moon Factory, you will come across a few 


characters. 


This guy simply has nothing to tell you. 
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It seems that all Gotch wants to do is talk about the Boss. 


By. 
No. 


Boon is a coward that is afraid of heights. 
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In order to restore the Sun Giant, you must rebuild it from the Atla that you discover in Moon Sea. You will 

not be able to travel to Dark Heaven Castle until you completely rebuild the Sun Giant. The following is a 
complete listing of everything you will need to find to restore the Sun Giant. If you go to your menu screen 

and select "Georama Analysis”, you will be able to see how you are doing. In order to satisfy 100% of the 
“Requests” while rebuilding it, the Sun Giant will have to be facing a certain way — refer to the a 2 x 


o( 


Parts Hp) (Part of the Sun Giant) 


emonmemmerstnepiien. 


Crown: This can make you look strong Oa Portes 
Eye: Allows you to see outside = 


Event: The Boss will meet you on top of the HD and explain that this is the 

head of the Sun Giant. He will then jump to the ground and signal you to come he ay | : 
down as well. He will then get the Admission Ticket from a Moon Person and ~ aatat ae 
give it to you. With this ticket, you can now enter the contest at the Coliseum 

and try to snag the Sun Sphere. 
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Parts AMR (Part of the Sun Giant) 


Elephant Emblem: Gives the power of the mighty elephant 
Mammoth Tusk: A giant tusk dug from deep in the ground 
Finger: The mammoth finger of a giant 

Ammonite: The hard and ancient shell of the moon 
Twisted Horn: Horn of a rare unicorn from the Moon Sea 


w@ Remove 


Parts AML (Part of the Sun Giant) 


Elephant Emblem: Gives the power of the mighty elephant 
Mammoth Tusk: A giant tusk dug from deep in the ground 
Finger: The mammoth finger of a giant 

Ammonite: The hard and ancient shell of the moon 
Twisted Horn: Horn of a rare unicorn from the Moon Sea 


Parts HGR (Part of the Sun Giant) 


Big Urn: Too big to be used for regular purposes 
Eagle Head: An ornament of the Grand Moon Eagle 
Eagle Feather: Made from the Grand Moon Eagle 
Amuleo: A giant pilot. Weird and quiet 


Event: Amuleo will take a look out over the factory floor and then become 
available for you to speak with — although he doesn’t have much to say. 


Parts HGL (Part of the Sun Giant) 


Big Urn: Too big to be used for regular purposes 
Eagle Head: An ornament of the Grand Moon Eagle 
Eagle Feather: Made from the Grand Moon Eagle 
Gotch: A giant pilot. Aspires to be hero 


Event: Gotch will go to the Boss’ quarters and beg out of the project. The Boss 
asks Gotch if he wants to be a hero. 
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Parts HGRoe (Part of the Sun Giant) 


Urn: Too big to be used for regular purposes 


Move 


Parts HGLe (Part of the Sun Giant 


Urn: Too big to be used for regular purposes 
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Scale: Hard scale of the fierce Moon Alligator 
Crest Armor: Armor with a crest at the center 
Sun Sphere: Magical gem with hidden star power 


Parts WI (Part of the Sun Giant 


Skirt: Made of durable material 
Skull: A large skull - 
Buffalo's Horn: Horn of the giant buffalo «6 a ced 
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Parts TIR (Part of the Sun Giant) 


Tomahoni: A giant pilot. Very serious 
Urn: Too big to be used for regular purposes 


Diorcma Menu == SELECT Walking Made 
wa 


Event: You are involved in a conversation with the Boss and Tomahon, 
regarding the Sun Giant and why it fell to pieces. Apparently, they overlooked 

the power source and simply tried to move it with an ordinary magical gem — it 
needs the Sun Sphere. 


Parts aes (Part of the Sun Giant) 


Boon: A giant pilot. Sissy who always needs company 
Urn: Too big to be used for regular purposes 


Event: Boon will make a run for it, but the Boss catches him before he can 
escape. 


Parts bik (Part of the Sun Giant) 


Big Urn: Too big to be used for regular purposes 
Turtle Shell: Giant turtle shell of the moon 
Spine of Shell: Spine attached to the shell 
Nail: Durable nail made from precious minerals 


Parts mae (Part of the Sun Giant) 


Big Urn: Too big to be used for regular purposes 
Turtle Shell: Giant turtle shell of the moon 
Spine of Shell: Spine attached to the shell 
Nail: Durable nail made from precious minerals 


@ Remove 


Lookout (You can see the entire factory) 


Second Floor: Allows a far better view 
Ladder: Necessary to climb to higher levels 
Ladder: Necessary to climb to higher levels 


j The Moon Sea is where you are going to find all of the Atla that you need to rebuild the 


Sun Giant in the Moon Factory. 


Pue to a mysterious force 
on this Toor you Get thirsty 
Bicker: 


In Craters No. 1, you will want to get familiar with the combat 
environments particular to the Moon Sea. The important thing to learn 
here is to find the Gun Powder in order to exit to the next Level. 


A Limited Zone where you get thirsty a lot faster — make sure to get some 
H2O from Ledan and visit any space spring that you might find. 


Craters } 


Craters No. 4 is a Limited Zone, but it is only limiting you to using Ruby 
(like you weren't already using her). Tally ho! 


A Limited Zone where you lose Abs every time you engage in combat. But, 
fight you must — just take it light. 


emerson ve 


‘* eee 


SSESELS646-4.. 


e 


Alia 


 Micker: 


bue toa ayster lous. force. 
On this Tloor, you get thirsty - 


due to a my: 

Ruby was called. 

No other characters are 
@ailable here. 


Wow! On this floor using a 
weapon reduces Abs. Aliso. you 
Cant replace Weds 


As you enter this level, you will find the missing “Boss” of the Moon 
People, with his personal helicopter backpack. He flies off and you 
follow him back to Yellow Drops. He begins to speak of the “Blue 
Terra” people, and he doesn’t believe that you can actually seal the 
Dark Genie. He is in the process of making the Sun Giant and he reveals a diagram 
that shows its construction. He says that the Sun Giant could defeat the Dark 
Genie, but he needs the “Sun Sphere” to make the Sun Giant perfect. It is a prize 
awarded for a match at the coliseum. If you can win the contest, you could get it. 
Then, the Moon People Boss, named “Osmond”, will become the last member to 


6), ae your party. 
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This Limited Zone requires that you make exclusive use of Osmond. Since 
he probably won't be very combat ready at this point, try to fight as little 
as possible and get the Gun Powder with as little shooting as possible. You 
are going to be in serious need of Weapon Repair Powder — carry at least 


15 of ‘em. You might want to pay a visit to Ledan in town and purchase a : , Boe Be pectin oi \ 
either the Jackal or Blessing Gun. ———— Wit e ae 


mp the: Gaps: _ 


Xiao’s unique talent will a put to use in the Moai Sea. Any time you see 
these gaps, she’s the cat that can get you to the other side. 


tthe Gu in | Powder 
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The exit fk each Crater is a canon that is fired by Gun Powder. The Gap 
Powder can be taken off of a fallen enemy and used at the canons to gain 
access to the next Crater level, or to leave the Moon Sea. 


Find the Han 


The Handle will allow entrance to other areas of the different Craters of 
the Moon Sea. You can either find them in Chests, or off of a fallen 
enemy. 
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Switch-based bridges 


|| There are a number of bridges in Moon Sea that are controlled by floor 
switches. Goro is the only member of your party that can smack the switch 
| and lower the bridge. 
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These bridges can only be opened by Ruby. They are Attribute-sensitive — 
meaning that you must have the required base (Fire, Ice, Thunder, Wind or 
Holy) active on your current weapon to lower the bridge. For example: If 
the gem switch is purple, then you will need to make the Holy base active 
|| —if itis red, then your weapon will need to be Fire-based. Then, go into 

|_ first-person mode to aim and fire a blast at the gem switch. 
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Over Larger 


These can only be cleared by Osmond. Use his helicopter backpack to fly 
over the larger gaps. He can also cross the same gaps that Xiao can. 
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Smoke-Filled Openin 
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These can only be cleared by Ungaga. Use his Tornado Spin to blow out all 
of the smoke and make your way through the clear opening. 
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On some levels, you will find pools of water that, if you walk into them, 
will restore your active character to 100% health and completely quench 
his/her thirst. 


These randomly occurring items can either hurt or help your Weapon Hit 
Points, Abs and cash flow (Gilda). Are you feeling lucky? 


From time to time in the Moon Sea, you will find these gaps at the 
| end of a path. Just as in the Divine Beast Cave, Wise Owl Forest, etc., 
| if you manage to find a special “key” (Bravery Launch — a VERY rare 
|| item), you will be able to access a secret area and load up on goodies. 


This clown will appear from time to time in the large chests that normally 
contain weapons. He will offer you a choice between a small gift and a 
large one. Find out what surprise awaits you! 


Moon Sea features some pretty intense enemies. But, take note 
3 eS 3 | of their strengths and weaknesses and you will be collecting Atla 
i, )§=— and Gun Powder like there's no manana. 
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These little guys don’t have a long distance attack, but || The Moon Bug carries a canon under its protective shell. 

will try and hit you with a shovel when you get too close, || Stay far away and let Ruby take care of matters. If you get | 
then try and track after you. Ruby can take care of them |} too close, he will roll after you. But, if you continuously — |} 
with a few blasts. || fire so that the Moon | 


Bug can’t get off a shot, 
he can do no damage! 
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] This witch will attack with fireballs from a distance, and || Like its land-based fish brethren, this enemy has no long- 
|| will disappear after you hit her. Use Ruby and stay away, || range attack, but will try and stab you with its poker if 
moving back and forth to dodge the fire. || you get too close. Use Ruby and stay far, far away. 


j a7 


You've seen these guys (or at least their distant cousins) ] This guy only has a close-up swipe attack. So, stay away, 
before. They will come up out of the ground if you get —_—‘j} use Ruby and hit him with all you've got. 
too close, so stay away and make use of Ruby. 
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Like his regal big brother, Mimic works on surprise — 
springing to life from a chest that normally contains a 
useful item. Mimics are quick work, just don’t let them 
slap you around. 


This moving molten monster will keep moving toward you 
as you attack, just like his sandy brother in Muska Lacka. 
Just stay away, avoiding his thruster that comes out of the 

round when you get too close, and attack with Ruby 

make sure that your 
weapon’s Attribute is 
set to Ice — or any 
Attribute other than 
Fire — it has no effect 
on this guy). 
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This guy will surprise you by springing out of large || The Titan is similar to past, slow-moving enemies with 


(weapon) chests. He attacks in a pattern where he thrusts 
then rests. A series of long-range attacks will keep him at 


limited short-range attacks. He will edge toward you and 
smash the ground if you get too close. Stay away and use 
Ruby to pound his rocky body. 


or 
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These guys shoot their fireballs fast and often, and also }| Arthur is armed only with a short-range attack where he 


possess a powerful short-range attack. Keep your distance 
with Ruby and move quickly back and forth. 


will take a swipe at you. Stay back with Ruby and 
everything will be fine. 
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You must present the guard at the door your Admission Ticket (you received it for completing Parts HR) to gain 
entrance to the Coliseum. Once inside, you will get your first glimpse of Minotaur Joe — an awesome sight. While Joe 
seems to be unbeatable at first, he can be brought to his knees. You see, Joe has a 
weakness for the drink (when he guzzles, he goes into a “Stamina State” where he can’t 
be harmed), and the fans in the Coliseum keep throwing wine barrels into the arena. 
Every time he picks one up and goes to take a swig, his defenses will be down — this 
is your opportunity to attack. With Toan active, a Stamina Potion in hand, and the 
“Macho Sword” (or your best weapon) equipped, move in for a Windmill-slash, 
frontal attack. After hitting him, back out and get him to chase you by 
» standing so that there is a wine barrel between 
~ you and Joe. When he goes to take another sip, 
repeat the process. After Joe falls, you will 
receive the Sun Sphere and return to 
the Factory. It’s time to assemble 
the Sun Giant. 


Begin by placing the Sun Sphere in the Parts CT, thus completing that part of : 
the Sun Giant, then start to arrange the parts (you will be in the Moon 


Factory Georama). It is pretty straight forward. By using the shots we've 
provided here as a reference, you should be able to assemble the Sun Giant in no time at all. You can 
% monitor your progress by checking the Georama Analysis to see if you are closing in on 100% for 
% Requests. Upon completion, the Boss will call everyone together. He tells the group that Blue Terra is in 
trouble and that the Dark Genie is behind it all. The base is at “Dark Heaven Castle” and you will have 
to travel there. You might want to shop at Ledan’s before you tell the boss that you’re ready to go. 


While you won't actually do the flying, it’s pretty cool to see 

the giant ship you built take off into action. You will also pay 

witness to a scene between Seda and the Fairy King. 

Apparently, Seda was also planning on destroying the Dark Genie, but he no longer possesses the 
| strength. Seda has been leading you to this point, realizing that you are the only one that can defeat 
@ Genie. 


The battle ensues, the Boss fires the Sun Canon and you destroy the Dark Genie 
1 — orso you think. But, it’s not over. 
| This genie was, in fact, a mouse that 
| slipped into the urn with the real genie in it. It absorbed a tremendous amount of 
| strength and was used by the Dark Genie. Flag was also being controlled by the 
| Dark Genie and his body is now disposed of. At the end of this exchange, Dran will 
come to your rescue and take you to Dark Heaven Castle. 


The final battle will not be fought until you have uncovered all of Seda’s memory fragments that tell the story 
of the Genie of Darkness. You will wage battle through time in the Gallery of Time. Can good triumph over 
the power of darkness? 


Seda has been waiting for you. He tells you that the 400 year nightmare began in this castle, and that the 
monster was created by him. As King of the East, Seda led his army in battle. When defeat seemed imminent, he 
made a deal with the dark lord. If the blood of a witch is mixed into a human body, a terrible force is born. The 
dark lord told him that to win the battle he must make use of this force. Seda did use the force to defeat the 
armies of the West. But, the price all mankind had to pay was the evil that was unleashed through the black 
blood pumping inside Seda’s body — this is how the Genie of Darkness was born. Seeking a way to end the curse, 
Seda discovered the Atlamillia. Seda goes further to tell you 

that Genie is the embodiment of negative energy and that he 

doesn’t live, so you can’t kill him. But, you can change the 

history of his birth and “erase” his existence. Seda is then 

overcome by the Genie. As he tries to fight off the Genie’s will, 

he tells you to cross the Gallery of Time and enter the Genie’s 

time. He then stabs himself and 

releases an awesome energy that opens 

the door to the Gallery of Time. With 

his dying breath, Seda tells you to 

follow the “Fragments of Memory” 

that he left in the Gallery of Time. 
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After you have made it through the first time period in the Gallery of 
Time, leave the GT and head back into Dark Heaven Castle. Here, you 
will find that the Fairy King has opened up his own shop and that you 
can buy goods from him, as well as check things in. He will also tell you 
that there is another Seda (?) waiting for you in the Gallery of Time. 


If you find that you are not having success against the Dark genie in the 
final, three Phase Boss battle, you might need to power-up your weapons 
of choice. Return to the Shipwreck and Queens, where you can buy 
Flapping Fish from Ruty and gain access to the Back areas of the 
Shipwreck. You will want to have both your long and short-range 
attackers’ weapons at Attack level 100 or better to make it a little easier in 
battle. Also, make sure you have as much Stamina Drink, food, Revival 
Powder and Repair Powder as you can get your hands on. 
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"Crowning Day" 
A fracaent of 
S¢da’'s MCMory- 
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The Dark Heaven Castle is a little bit different from all of the villages that you have re-built during your © 
adventure. Here, there is no village or Sun Giant to rebuild, so you actually rebuild fragments of Seda’s 
memory WHILE you are in the Gallery of Time. Need a break from combat? Just go to “Georama Part” in your 
menu while in the Gallery of Time and start putting those memories back together. Every time you put a 
memory fragment together, you will be given a short movie telling the story. 


Items required for completion: 
Bed: A fragment of Seda’s memory 
Father: A fragment of Seda’s memory 
Crown: A fragment of Seda’s memory 


Event: This memory fragment shows Seda at his father’s death bed. He tells 
Seda that, as of today, he is King. 


¥,¥Ou are the kir 
country..." 
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ereMmoOny (A fragment of Seda’s memory, 


Moon: A fragment of Seda’s memory 
Castle: A fragment of Seda’s memory 
Torch: A fragment of Seda’s memory 
Crown: A fragment of Seda’s memory 
Sophia: A fragment of Seda’s memory 


Event: This memory fragment introduces Sophia to Seda’s memory — but he 
doesn't yet know who she is. 


crowning @ 


Reunion in the Storm (A fragment of Seda‘s memory) 


Bed: A fragment of Seda’s memory 
Minister: A fragment of Seda’s memory 
Sophia: A fragment of Seda’s memory 
Buggy: A fragment of Seda’s memory 


Event: All Seda can think about is Sophia. Then, the Minister rushed into his 
room and told him that the princess’ buggy from Seda’s neighboring country 
was missing in a storm. He reunited with Sophia one hour after that event. 


irst Campaign (A fragment of Seda’s memory) 


Horserider: A fragment of Seda’s memory 
Sword: A fragment of Seda’s memory 
Wizard: A fragment of Seda’s memory 
Father: A fragment of Seda’s memory 
Crown: A fragment of Seda’s memory 


Event: As Seda takes to battle, he hears his father’s voice — could this be war? 


Menace of the West (A fragment of Seda’s memory) 


Wizard: A fragment of Seda’s memory 
Broken Sword: A fragment of Seda’s memory 
Horserider: A fragment of Seda’s memory 
Castle: A fragment of Seda’s memory 
Sophia: A fragment of Seda’s memory 


Event: The war with the West is going badly, as they have a wizard with fearful 
power. Seda must hold or those devils will invade his father’s castle. 
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The Deal (A fragment of Seda’s memory) 


Fort: A fragment of Seda’s memory 
The Broken Sword: A fragment of Seda’s memory 
Black Robed Man: A fragment of Seda’s memory 
Bloody Agreement: A fragment of Seda’s memory 


Event: As the East army is nearly defeated, a man in a black robe appears and 
asks Seda if he wants to buy some power. 


Dark Power (A fragment of Seda’s memory) 


Black Blood: A fragment of Seda’s memory 
Light: A fragment of Seda’s memory 
Wizard: A fragment of Seda’s memory 
Castle: A fragment of Seda’s memory 
Sophia: A fragment of Seda’s memory 


Event: Seda finds that light from his hands destroys his enemies and he wonders 
if it is Black Power. He vows never to let his enemies touch Sophia. 


The Assassin (A fragment of Seda’s memory) 


Castle: A fragment of Seda’s memory 
Wine: A fragment of Seda’s memory 
Moon: A fragment of Seda’s memory 
Sophia: A fragment of Seda’s memory 
Door: A fragment of Seda’s memory 
Assassin: A fragment of Seda’s memory 


Dreuak with victery 


Event: After the victory in battle, Seda returns to his father’s castle and vows 
that he and Sophia will meet again. But, is it Sophia that returns to the castle, or 
the imposter that wants to take Seda’s life? 


Must Be Protected (A fragment of Seda’s memory) 


Sophia: A fragment of Seda’s memory 
Knife: A fragment of Seda’s memory 
Bloody Dress: A fragment of Seda’s memory 


Event: Sophia is killed by the assassin as she saves Seda’s life. As Sophia lies 
dying, Seda wonders who he can protect now. 
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irth of the Demon (A fragment of Seda’s memory) 


Castle: A fragment of Seda’s memory 
Dark Cloud: A fragment of Seda’s memory 
Black Blood: A fragment of Seda’s memory 


Event: The black blood in Seda gave birth to the devil. His endless negative 
emotions from losing Sophia give the devil all of his energy inside Seda. 


Somethiag 


9]1Sv7) UdAR2 


Things Lost (A fragment of Seda‘s memory) 


Ruined Castle: A fragment of Seda’s memory 
Grave: A fragment of Seda’s memory 
Broken Sword: A fragment of Seda’s memory 
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Event: Because of the devil and his black blood, Seda loses both Sophia and his 
country. But, more than anything else, he has lost himself. 
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Departu Ye (A fragment of Seda’s memory) 


Sandglass: A fragment of Seda’s memory 
Prophet: A fragment of Seda’s memory 
Sword: A fragment of Seda’s memory 

Book of Curses: A fragment of Seda’s memory 


Event: Seda is determined to stop the devil and recover everything, even if it - & 
means scarring the world. K | wilt stop hia and 


The Moon Sea is where you are going to find all of the Atla that you need to rebuild the 
Sun Giant in the Moon Factory. 
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In this time period, you will want to get familiar with the combat 
environments particular to the Gallery of Time. The important thing to 
learn here is to find the Clock hands in order to exit to the next time 


period. 


A Limited Zone where you lose Abs every time you engage in combat. 


fight you must — just take it light. 


Wow! on this tloor: using a 
weapon reduces Abs. Aiso. you 
cay t replace weapas. 


A Limited Zone where you lose Abs every time you engage in combat. But, 
fight you must — just take it light. 


Wow! On this floor. using a _ 
weapon reduces Abs. Also, you 
cart replace weapons. 


A Limited Zone where you get thirsty a lot quicker. You might want to see 
the Fairy King about some water. 


Due to Q nysterious torce. 
on this tloor. you get thirsty 
quicker. 


A Limited Zone where you must make exclusive use of Xiao. You probably 
haven't used her in combat for a while. But, beacuse of her long-range 
attacks, you should be able to make it ‘til you get the key. 


Bs. 


310 Years Ago: 


A Limited Zone where you must make exclusive use of Goro. Hopefully, 
you have the Last Judgement (or at least a better-than-base Battle Axe). 
Use his Spin Smash on all enemies except the Black Dragon. Use Bombs or 
Bomb Nuts to soften them up, then hit the Spin Smash. Watch your WHp, 
since these enemies can drain 30-50 WHp of a weapon from one Spin 


Z Smash. 
Ro. 
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302 Years Ago: 


A Limited Zone where you must make exclusive use of Ruby. 


ow 


340 Years Ago: 


A Limited Zone where you must make exclusive use of Ungaga. You will 
need to take a lot of Repair Powder and Bombs into battle. Use the 
Tornado Spin for the weaker enemies (Joker, Mad Dasher). Save the bombs 
for the Black Dragons. Use two to reduce their HP to the point that one 
or two regular attacks will finish them. 


Jo 
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Use Xiao to Jump the Gaps: = 


Xiao’s unique talent will be put to use in the Gallery of Time. Any time 
you see these gaps, she’s the cat that can get you to the other side. 


Bhs 


~ Get the Clock Hands 


The exit for each time period is a Clock that is controlled by Clock Hands. 
The Clock Hands can be taken off of a fallen enemy and used at the 
Clocks to gain access to the next time period, or to leave the Gallery of 
Time. 


No. 


Find the Pitchdark Key to Open Doors: 


The Pitchdark Key will allow entrance to other areas of the different 
time periods of the Gallery of Time. You can find them in Chests. 
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Switch-based Doors 


There are a number of Doors in the Gallery of Time that are controlled by 
floor switches. Goro is the only member of your party that can smack the 
switch and open the doors. 


Gem-—based Doors 


These doors can only be opened by Ruby. They are Attribute-sensitive — 
meaning that you must have the required base (Fire, Ice, Thunder, Wind or 
Holy) active on your current weapon to lower the bridge. For example: If 
the gem switch is purple, then you will need to make the Holy base active 
— if it is red, then your weapon will need to be Fire-based. Then, go into 


These can only be cleared by Osmond. Use his helicopter backpack to fly 
over the larger gaps. 


These can only be cleared by Ungaga. Use his Tornado Spin to blow out all 
of the smoke and make your way through the clear opening. 


it 


ejuvenation 


On some levels, you will find a large, square, multi-colored tile floor that, 
if you walk onto it, will restore your active character to 100% health and 


completely quench his/her thirst. 


These randomly occurring items can either hurt or help your Weapon Hit 
Points, Abs and cash flow (Gilda). Are you feeling lucky? 
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From time to time in the Gallery of Time, you will find these tiles at the 
top of a set of stairs. Just as in the Divine Beast Cave, Wise Owl Forest, etc., 
if you manage to find a special “key” (the Flapping Duster), you will be 
able to access a secret area and load up on goodies. 


WIOWN: 


This clown will appear from time to time in the large chests that normally 
contain weapons. He will offer you a choice between a small gift and a 


large one. Find out what surprise awaits you! 


Hi! is everybody happy! 
Present trom the Happy Clowa! 
Choose the one you jike! 


These bats are taken care of with one Ruby blast at this 
point in the game — 
just don’t let them get 
too close. 


the Dark Flow eee isa higher HP version of the Cannibal 
Plant found in 
Matataki Village. Deal 
with it in the same way. 
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Tice soldier af be cee are con pein’ and poses no 
long-range attack. 


Vv 


This moving playing card will turn around to block your 
attacks and will try to 
club you up-close. Alas, 
he has no long-range 
attack, so he goes 
down with a few well- 
placed Ruby blows. 
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|| coming at you — back 


|| springing to life from a 


| you around. 


While there is still quite a bit of fighting to be done in Dark Heaven 
Castle, you should be so strong at this point that the enemies that 
appear will pose little threat to you. Make use of Ruby and fire away! 


The Curse Dance has no long-range attack and will fall 
prey to one blast from 
Ruby's leveled-up 
weapons. 


This guy kind of looks like Mr. Blare from the Sun/Moon 
Temple (although he is 
not impervious to Fire- 
based weapons). He 
will attempt to block 
and throw energy balls 
your way, but a couple 
of shots from Ruby will 
take care of him. 


Cave, Rash will keep 


him off with a couple 
Ruby blasts. 


iin ot 


Like his os a Lvetthies Mimic works on surprise — 


chest that normally 

contains a useful item. 
Mimics are quick work, 
| just don't let them slap 


This guy will surprise ney, I Ceara || The Heart is another 
you by springing out of saaaaaacsa Aine Mine i || playing card, but this 
large (weapon) chests. s Me || one fires smoke balls at 
He attacks in a pattern 2 oe oe ] you from a distance — 
where he thrusts then _ Beceeca S22 || no problem for Ruby. 
rests. A series of long- 

range attacks will keep 

him at bay. 


] Another playing card ro wae mg || Another playing card. 
that, like Clover, has no [pagum ‘te ong < | This one is also limited 


long-range attack. 


|| Another playing card. 

|| This one is also limited 

|| to a short-range attack, 
with a sickle. 


ISI RTIRT Blizzard is a distant 
various versions of the j}>agummees te} 2,4 || cousin of Golem, found 
Ghost in previous 4 “|| in the Sun/Moon 
villages. . a 
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Alexander defends with 
a shield and attacks 
with fire balls — doing a 
lot of damage. Stay 
away, attack, and move 
left and right to avoid 
the blasts. 


Acting just like the Blue 
Dragon from the 
Sun/Moon Temple, the 
Black one is slow and 
fires energy balls at you. 
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400 Years Ago: 


After completing all of Seda’s memory fragments, the entire story unfolds. He met Sophia the night of the 
ceremony, when he was to officially become king, after the passing of his father. Once he gazed upon her, he 
could think of nothing else. But, the war against the East ensued. With defeat a certainty, Seda made a deal with 
the man in the black robe. He was given the power to defeat his enemies and save his people. After victory, 
Seda returned to the castle, looking forward to meeting Sophia once again. But, she turned out to be an 
imposter that was after Seda’s life. The real Sophia appeared and saved Seda, in the process losing her own life to 
the assassin. Once Sophia was lost, the evil one channeled all of Seda’s negative energy to power the black 
blood that had become part of him when he made his deal with the devil. He ended up losing not only Sophia, 
but the country that his father had ruled. Realizing that he had, more than anything else, lost himself, Seda 
made up his mind to stop the evil. 

It all comes down to this: You are about to bare witness to the past. You watch as Seda and the phony Sophia 
meet up in his father’s castle. As they speak, the real Sophia appears. But, the imposter makes Seda believe that 
the real Sophia is the assassin and he turns toward Sophia with his blade drawn. As he does, the imposter goes to 
stab Seda in the back, as the real Sophia attempts to warn Seda. As this happens, you alter history by diving at 
Seda, knocking him out of the way and saving his life. The imposter reveals himself to be an enemy from the 
West. As he goes to attack Seda, Sophia goes to save him and is killed. Seda then kills the man and throws him 
off of the castle balcony. With her dying breath, Sophia implores Seda to take care of his people and to be a 
great king. 

Then, Seda turns his attention to Toan — believing that he has been sent to kill him, as well. The Genie of 
Darkness appears through Seda, waiting to challenge you in the final battle. 
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My country nit ; ay, and the Only one. 
i not onty fost my be atse ' mR it would distort 
my country. 


The Dark Genie is an awesome sight and he won't be defeated easily. You will want 

to fight, in Phase 1 of this battle, with your warrior that has reached the highest level 

in all five attributes (Fire, Ice, Thunder, Wind and Holy), on his/her most powerful 

weapon. If you have followed this book to the letter, then you are probably going to 

have a go with Ruby in Phase 1 (although it is easier to hit the hands with Toan, it is 

safer to use Ruby — but you can’t go wrong with either, as long as they are leveled- 

up). You will find that the Dark Genie has two huge hands that will pop out of the 

ground to attack you. In addition, he will fire invisible attacks your way every once in a while. Don’t worry about them, 
make the hands your first priority. The DG will make an audible noise just before the hand is going to pop out of the 
ground. Make sure that you are moving. Then, when the arm pops up from behind you, turn and fire. You will find that 
the Genie is impervious to all but one attack Attribute at a time. So, you are going to have to pay attention to the color 
of the emblem on the hand coming out of the ground — it’s color matches that of the Attribute you should have active 
in your weapon. He will constantly change, so you will need to stay with one Attribute until his hand changes color, 
then find the next one that will do damage to the hand.Each hand takes 3200 HP to destroy. 


: power 
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Eventually, you will take care of the hands — this is when he becomes even more dangerous. He will start to fire a beam from 
his head. Move away from the beam, target his head, then let loose on it with your Holy Attribute active and Ruby as your 
combatant — as he is firing the beam., don’t wait for the beast to finish his attack. If you are too slow in delivering the blast, 
he will block it. After you have hit him, he will sneak a cheap shot (or two) in that there is nothing you can do about — just 
make sure that your 

health is above 60 

when he does it(don’t 

forget the Stamina 

potions). Then, the 

process will repeat 

until you've given him 

a raging migraine! It 

takes 2000 HP to 

destroy his head. 
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After the Dark Genie has taken it in the head one too many times, he will 
morph into a wicked four-legged beast and send a couple of his minions after 
you, and will fire a red beam of energy and track you with it. The energy beam is 
easy enough to deal with — simply run away from it, around the outside of the 
area, and back toward the beast. After it stops, and with your best short-range 
attack character active (probably Toan), you will need to defeat a couple of 
minions before the beast will open its mouth — revealing a jewel that you must 
attack. His minions will continue to fight you, but focus on the jewel and attack them when they get in the way. 
After you hit the jewel, the beast will stomp on the ground, releasing a burst of red energy. Back away just far 
enough to stay out of harm’s way, then quickly go back in for another hit on the jewel. If you are quick, you will 
be able to hit the jewel three times before the beast raises its head and starts another “round”. Simply repeat this 
process until he is done for (with Stamina potions at the ready). To defeat him in this Phase takes 5000 HP. 


Dark Genie 


After you have defeated the Dark Genie, the Fairy King will appear and tell you that, unless you can do something 
about Seda’s negative energy, and bring back Sophia’s soul, you will not have won. The Atlamillia will be destroyed 
if you succeed. You must call for Sophia’s straying soul. In so doing, the Atlamillia is vaporized and Sophia is 
brought back to life. Seda and Sophia are reunited in life and good has triumphed over the power of evil. 


After the credits roll and you see your village fully restored, the game will 
inform you that a new area has opened up on the World Map — The Demon 
Shaft!The game will save to your memory card. Any save block that has all six 
areas of the game open will get the Demon Shaft unlocked. 


’ Demon Shaft 


The reward for all of your hard work in seeing that Sophia and Seda were reunited and the world itself saved 
from the Dark Genie? How about 100 levels of combat action, set in the bonus world of the Demon Shaft? 


Your only goal in the Demon Shaft is to survive its 100 levels and make it 
to the Boss. You will find that the enemies are numerous and very 
tough, and that there are new items to be found. Enter the main doors 
and proceed to the depths of the Demon Shaft! 


For some reason known only to him, the FK is frozen in time and still 
offering his merchant services to you from the insides of Dark Heaven 
Castle. Go visit him when you need to replenish your goods. 


On this floor, you will want to get familiar with the combat environments 
particular to the Demon Shaft. The important thing to learn here is to find 
the Black Knight Crest in order to exit to the next floor. Unless you need 
to level-up your weapon, | would suggest going for the elevator as soon as 
you have the BKC and a clear path — 100 Floors is a lot of territory to 
cover! 


On Floor 21, you will find that the combat areas have gone through a 
color change, and that some new enemies and old friends that have gone 
through some Attribute changes. You will have to experiment with the old 
friends to see what attack methods work best. 


C'Can | buy itens? 


On Floor 41, you will find that the combat areas have gone through another 
color change, and that, once again, some new enemies and old friends that 
have gone through some Attribute changes. You will have to experiment with 
the old friends to see what attack methods work best. 


On Floor 61, the new enemies are getting just a little bit more difficult, and 
the more familiar ones are just as tough. 


On Floor 81, the new enemies are getting brutal, and the more familiar ones 
are just as tough. 


The exit for each floor is the Black Knight Crest. The Crest can be taken off of 
a fallen enemy and used at the exit elevators to gain access to the next floor, 
or to leave the Demon Shaft. 


The Silver Key will allow entrance to other areas of the different Floors of 
the Demon Shaft. You can either find them in Chests, or off of a fallen 


enemy. 
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On some Floors, you will find a large waterfall and pool that, if you walk 
into it, will restore your active character to 100% health and completely 


quench his/her thirst. 


These randomly occurring items can either hurt or help your Weapon Hit 
Points, Abs or cash flow (Gilda). Are you feeling lucky? 


From time to time in the Demon Shaft, you will find these face textures on 
a wall at the top of a small set of stairs. Just as in the Divine Beast Cave, 
Wise Owl Forest, etc., if you manage to find the “key” (Crystal Eye), you 
will be able to access a secret area and load up on goodies. 


This clown will appear from time to time in the large chests that normally 
contain weapons. He will offer you a choice between a small gift and a 


large one. Find out what surprise awaits you! 


You will find that most of the enemies that you fought during the 
course of your quest are present in the Demon Shaft, although they 
may require more effort to defeat. There are, however, a number of 
new enemies with which to concern yourself. 


: 


These floating faces will reveal a man inside of them when || These guys will roll at you if you get too close, as a defense 


they get too close. But, if you stay far away, they will 


i 


mechanism, and shoot fireballs at you from a distance. You want to 


simply hide behind their face shields and shoot fireballs at || get as close as you can for maximum damage, moving back and 


you. Let them 
get close and 
expose their 
bodies, then let 
‘em have it 
before they can 
kick you, or blast 
you with a lethal 
fireball. Holy 
works well on 
him. (1nickapus) 


forth to avoid the 
fireballs. Gemron's 
Attribute sensitivity 
will change as you 
make your way 
through the Demon 
Shaft. You will have 
to experiment to 
see what works best 
on a particular level. 


The mummy carries a blade and moves really slow. You | Silisa distant cousin of Golem, found in the Sun/Moon 
beat the Dark Genie, this guy shouldn’t even bother! | Temple. Stay back, avoid him when he pounds the 


Attack with Holly. 
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The etons attack just like 
and are prone to Holy attacks. 
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ground, and you'll be fine. Attack with Holy. 
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| The Bishop has fireballs to hit you from long-range, and 
| some big ol’ hands to squash you up close. Attack with 
Holy as your active Attribute. 


Master Jack, Corcea, etc. 
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Gacious swings a mean blade, but is slow like the 
Mummy, Skeleton Soldier, etc. He is susceptible to the 
power of your Holy attachment. 
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This skeleton fires an icy blast from his crossbow that is 


deadly. Move back and forth with the Holy Attribute 
active. 


Titan (Variable HP): 


The tougher evolution of the Golem, Titan can be taken 
down easiest with a little dose of Thunder. 


This final Boss encounter, in its first Phase, plays out like a bullfight. You must avoid the Pendragon’s charge, then let 
loose with a fully-charged blast from Ruby's Amulet .(Who else did you think we'd be using? You can also use Toan here 
— hitting him with a Windmill Slash just before he charges into you — the fight will go quicker, but you take a little 
more risk of being hit.) The creature will hit the wall after charging, and missing, you. This is the perfect time to turn 
around, lock-on and blast it, then dodge and repeat the procedure. All of your Attributes will work equally well here, 
assuming that they are all at the same level. It will take awhile to bring him down, but resist the temptation to use any 
Stamina Drink that you have, you are going to need it shortly. The Black Knight will also, on occasion, aim some fire 
blasts in your 

direction, particularly 

if you take too long 

to get a shot off — so 


After you have taken care of the Pendragon, the Black Knight will dismount off of his fallen 

steed and Phase 2 of the battle begins. The Black Knight will let loose blasts of fire at you 

from a distance, hit you with blades in each hand when up-close, and will quickly disappear 

and reappear, inflicting major damage if he happens to reappear right next to you. The 

strategy here is to keep him locked-on and in your sights while staying close enough so that 

he won't pull the disappearing act, but not too close as to get hit by his blades. Move 

around him in a circular motion, have Stamina Drink and Revival Powder handy, and wait until he stops defending with his blades. 
Then, you should be able to get a couple of shots in. He will occasionally fire a blast at you but, if you keep moving, they won't do any 
damage. Again, all Attributes are equally effective, and Toan will work equally as well — using a hit-and-move technique. Repeat this 
procedure until he is no more. Your reward for beating this bonus area? The Chronicle 2 Sword, which you can now use with Toan and 
go back and fight in any combat area in the game. This beast carries a max. Attack of 350 and max. MP of 200. As for what to do with 
it... well, Dark Genie’s still alive and kicking. Go get a bit of satisfaction by beating him up in a handful of attacks! 
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| Electronic Entertainment 
Platform: PlayStation® 2 computer 
entertainment system 
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Complete character 
bio’s and analysis 


All villages restored 
and requests satisfied 


Every enemy's weakness 
exposed and exploited 


All weapon Attributes, Gems 
and Attachments explained 


Every Boss 
encounter dissected 
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The Demon Shaft-revealed: 
100 levels of combat 
and the ultimate weapon! 
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